A Whole Cast Of 
oney Characters 
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Get them into the Nintendo Power 
Super Power Club and you'll pick-up 


~ 4Super Power Stamps! All a need 


to doi is fill out this form. fae 
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n the back cover of a few ol 

O the issues, it shows a Super 

NES in a block of ice Did you 

really freeze a Super Nintendo? I'd 
love to know, 

Jay Barton 

Hyrum, UT 


Ah, Jay, the wonders of ofage effects 
and photographic tricks! The answer 
that you're looking for 1s “No” The 
block of te is actuatty just a plastic 
shell It ws way cool though, huh? 


Mf Maro Paint has 41,664 dots 
available Gudging from page 112 
of the Mario Paint Player's 

Guide), and 15 difterent colors to 
choose from, then did you know that 
there are a total of 1,978,857,121, 
979,410,000,000,000,000,000,000, 
000,000,000,000,000,000,000,000, 
000,000,000,000 different possible 
images to create on a single page? 
That's s lot, eh? Just thought I'd tell 
you. 


lan Stocker 
Carpinteria, CA 


Uh... thanks, lan That's certainly 
some useful information 


uring the “Blizzard of 93,” I 
built an igtoo that you could 
stand up in But it didn’t look 


much like an igloo, so [ converted it 
into Dr, Wily’s castle from Mega Man 


Joshua Spitz 
Proctorville, OH 


Thanks for the photo, Josh, but you 
forgot to map out the route for us to 
fiud Dr Wily? 
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must tell you this, although my 
qe might be a rare and isolated 

instance, your game systems have 
truly soved my life You see, | am a 
34-year-old and for almost 20 years I 
was addicted to drugs and alcohol. 
Three years ago, I went to a treatment 
center for help A counselor told me | 
needed something to occupy my time 
with so on a whim I bought an NES 
because my brother had an old Atari 
5200 that I used to like to play. The 
NES seemed superior Well, that’s all 
it took | was instantly addicted again, 
but this time to video games. After 9 
year, | bought the Super NES. Every 
spare penny and every free moment 
goes to my video games. I would 
advise anyone, young or old, if you 
even thought about trying drugs, for- 
get it! All of my game systems and 
Game Paks are a whole lot cheaper 
snd bring much more pleasure than 
any drug. Also with drugs, when you 
die, that’s 1t—the end. With my 
Nintendo systems, ] can die a hundred 
times 6 day. but I can always just hit 
reset. 


Floyd J, Turner, Jr. 
Whiting, IN 


Iva never played this game before 
Tecesdentally pressed the wrong Button 


My dog was playing with the cord and he 
unplugged rt. 


Myiittie brother ined to snatch the 
Controller fram me 


Someone walked in frontof the TV and 


couldnt see. 


{hod to pause to enswor the phone end t 
broke my concentration 


The difficulty is set on “Impossible.” 
It's my favorte Level and | wantto play 
through agen, 

Really, 'm just wanrung up. 

Tha computer che: 


} } arming! Warning! | was 
yy using an unlicensed product 
to clean my Super NES and | 

was shocked to find that it broke a 
contact where you put the Game Pak 
in That's a lesson | won't soon forget! 
Mike Gallagher 

Kingwood, TX 
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P.O. BOX 97033 
REDMOND, WA 
98073-9733 | 


winner of our Player's 
Contest 


haun Roberts, from 
Jacksonville, Florida, was 
selected as the Grand Prize 


s Poll 
from Volume 48 


Nintendo Power set him up with a 
Kawasaki TS JetSki and a full 
complement of safety gear. All 
that Shaun had to do was send in 
his Player's Poll card, wait by the 
phone for us to call, and then go 
down to the local Kawasaki dealer 
to pick up his prizes. And since 
Shaun’s family lives on the banks 
of the St John’s River, he doesn’t 
have far to go in order to nde it! 


Thara aran 1 many wavas in this mand body of watarneer 
Shaun ¢ home, bul that's OK, now ha can maka all he 
wavas that ha wants! 


Metrold comic series debuts in this 
issue! Even though we all knew that 
Samus would make a great lead char- 
acter In an action comic series, there 
were some difficulties The biggest con- 
cern was trying to figure out what 
Samus actually looks like without her 
helmet on. We've all seen the “best end- 
Ing” of the Metrold games, but it's hard 
to visualize facial features from that 
What we finally came up with is some- 
thing between Princess Lela and Ripley 
|. from the Alien series Enjoy the cornicsl 


Gail Tilden 
Editor-in-Chief 


Call for service, genarei assistance 
er to cha raddrass batwe 
4am and midnight Pacite tem 
Monday through Saturday or 
and? p.m Sunday. 
French- and Spanish- speaking 
| fepresaniatves are available 


GAME COUNSELING 


1-206-885-7529 


{TDD 1-206-883-9714} 


Call ou Game Counselors for help between 
4am are midnight Pactic une, Monday 
through Saturday or 6 am. and? pm. 
Sunday. ft'siong distance, so batore you 
call bo sure to get parmssion from 
whoever pays tre tt. 
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Get ready to feast on grapb- 
ics and gobble up the out- 
rageous action when Sun- 
soft's Bugs Bunny Rabbit 
Rampage is served up on 
your Super NES. It’s the 
best Looney Tunes dish so 
far, featuring the smartest 
yarmit ever to munch a 
carrot, plus most of his 
crazy friends, 


/, 


One of the classic Bugs Bunny episodes fea- | 
tures Bugs being hounded by a demented 
animator who can’t seem to get rid of Ins 
cartoon creation no matter what fiendish 
obstacles he puts in the way. That’s the story 
behind Rabbit Rampage, too. Each of the 
ten stages has been cunningly constructed to 
bag Bugs, and they're all based on scenes 
and characters trom Looney Tunes cartoons | 
All Bugs has going for him isa helping hand 
from the ACME company products that lie 


| Never before have so many cartoon 
characlers gathered tagalher in ona 


scattered through these demented domains. = i ca ioe ay Buck. De 
e . to »* apa LePow, instant Martians a 

It Bugs can outsmart all the hunters, mar- |p! P mbar gies thy ein lend 

tians, big bad wolves and worse, he may just ¥ ’ supporting roles. Many af tha great 


find the mastermind behind this hare- musical scores have also been 
brained scheme 


recreated for this gals gama toon 
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Bugs ts a rabbit of style 
He shuns the tried-and- 
true methods of fighting 
video gume foes for the 
hilanous pratfalls made 
possible by those mecha- 
histic magicians at 
ACME Who would 
suspect that a bull’s-eye 
fossed on the ground 
would cause a two-ton 
safe to fall on that spot? 
Or that a2 turkey with 
sputtering fuses might 
blowup in your stomach? 
Ha, only Bugs 1s that 
clever. Armed with toma- 
toes, cream pies, anvils, 
toy tanks, jars of jam and 
the odd bomb or stick of 
TNT, Bugs can wreak 
hare havoc with the best 
ninjas, commandos and 
alien fiends. 


fc) Ey 


Y/ 


Hare today, gone tomorrow-that's the way of video games 
where defeat forever lies just off the screen in the form of a 
giant eraser Prepare for the worst by watching what you eat 
and letting the world know where youve been. 


That carrot on the 
screen isn’t just there 
for color: that 1s your 
life, or at least your 
health, Always, al- | 
ways, always cat the 
carrots you find along | 
the way, and look for 
them down holes, up 
trees and everywhere, 


A few ef Bugs s favonte things blow up en impect while others wit mess up anemias. 


HARESIGDAY . . . 


As for working out, Buys hes a 
Tean kick. e phenomenat 

eploning mave (thal takes a fot 
aut of him} and ha can throw a 
pie with the eccuracy of ¢ laser 
Ha also jumps and ducks down 
hofes like & rabbit, 


One of the most useful inventions of all time is the 
ACME piace-saving arrow. This remarkable device, 
once activated, brings Bugs back to the point where 
it was dropped after he loses a life. 
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! Elmer employs two“bweeds” of“wab- Better than a Cookie Jar any day, 

bit hound”. Where Pointers point, bul- this place has carrots, pies, bones 
> a e-@ lets are sure to follow. The other and TNT. A platform will mse up 
hounds try to duke it out with Bugs. from the ice cave floor if you’re on 
They all have a weakness for bones. the spot. 


a 


‘gt 


It’s @ beauliful winter day and Bugs 
wants to take a stroll through the 
snow when Eime: Fudd’s hounds 
coming satifing for wabbit. Until 
Elmer is humbled by our heroic 
hare, there will be no peace, Bugs 
must harry the hounds with explod- 
ing dog bones, chase chipmunks in 
the trees, explore an ice cave and 
elbow Elmer out of the picture. 


Who says rabbits don’t climb | 
trees? Bugs should leap into the 
branches in spitc of the chip- 
munks and their rain of acorns. f 
On top, he'll find new territories. } 
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The tickety shelves weren't built for rambunc- 
tious rodents. When Bugs jumps up on them, 
the bottles on top will fall off and bean the 
bunny. Keep an eye out for falling glass. 


Gunslingers, bartenders, Indtans 
and dry rot all conspire to corral the 
courageous cottontail in this old 
western saloon. The ACME target 
plays a vital role along with barrels 
of gunpowder. Dry rot in the floors 
presents a holey hazard. Nasty 
Canasta stomps back and forth, little 
suspecting the wrath of the rabbit on if 

his warpath, - 


Si THE POWDER KEG SQUAT STOMP 


Bugs can’t jump over some of the holes in the floor, but One of the most doggone useful techniques used by Bugs is 
if he jumps on top of a powder keg, the top will blow —_ his Squat Buster stomp. Just mosey up to any yellow-bellied 
and carry the resourceful rabbit high into the air. From snake, jump up, press the Y Button and stomp him on the 
there he can jump across the gap. way down. 


LL McGILL 


Gunshots, critters and Nasty himself 
might seem too much for our super 
hare to handle Ha! Bugs can get the 
| jump on them all. Stay close to Nasty 
| and use the Squat Buster repeatedly 
| to bram the big guy. ‘ 
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BUGS BUNNY 


RABBIT RAMPAGE 


a 


it~ 


Welcome, sefiors and sefioritas, to 
the annual bunnying of the bulls. 
Yes, folks, it’s the greatest spectacle 
on Earth when a two ton bull takes 
on 4 two pound rabbit. Only the help 
of ACME’s Anvil-In-A-Cape gives 
Bugs « fighting chance. He'll have to 
turn the bull's strength against it to 
beat the beast. So Olé! Let the bull 
begin. 


The way to beat the bull is to get him to charge into iron anvils and the 
steel wall at the right side of the bull ring, The’teel wall is activated bya 
lever at the far left side of the bull ring. 


TARRET PRAPTI 


Bugs must lure the bull into 
charging the wooden targets so 
that he can reach the lever and the 
steel wall. Stand in front of the 
larget and jump over it at the last 
second as the bull charges, 


» APAAC TA TUE DECcrI 
aw i ii di di ae 


Bugs can stun the bull by offering | 
the irresistible red cape, which 
secretly conceals an tron anvil sure 
to knock some sense into any bull- | 
headed foc Find the anvils (some 
ate in holes) and use them to get past 
the bull. 


Mee Bet Me Bo Bee Bu wt Bee 5 
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TUPLE univece 


Og OD 
Squat Stomp the first wolf then jump over 
the flying bales of hay. Save your Corks for 
the fioal wolf. The second wolf huffs and 
puffs shingles Use the tree branch for safety 
Use your Corks and use the safe spot on the J 
branch to wait out the third wolf"s bricks 


a 


DNCITINAL 


tale where pigs, big bad wolves, 
witches and other magical creatures 
don’t want Bugs to live happily ever 
after, After a huff and puff through 
the woods, Bugs comes to a ginger- 
bread house and the jousting area 
where Yosemite Sam has become a 
knight who likes to skewer varmits. 


if you stand slightly behind any of the 
pigs in the trees, you can hit them 
without taking damage. Kicks and 
items work best. In some places, you 
can kick up from below to hit a pig. 


DEN TREASUF 


Jump down holes and leap through 
trees to make sure you find all the 
items, Use the extra goodies to 
increase your Style Rating at the end 
of the stage. Good Style can carn you 
1-Ups and other prizes. 


Tile JOUST 
YOSEMITE SAM 


Caught on the tournament grounds 
with a jousting knight and his thunder- 
ing charger is no place for your ordinary 
rabbit, Luckily, Bugs has the strengthand 
brains of ten rabbits and a opossum. 
Look out for the lance during Yosemite’s 
charge. Duck beneath it, then kick him 
in the nose from behind. It may not be 
chivalrous, but it’s effective. 
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BUGS IN SPACE 


gr Bomar 


LPO 
Bombots walk along the space high- 
way and blow up if some rabbit 
touches lthem. Avoid them parti- 
cularly if Bugs is miniaturized 


Bugs is ona moving convoy of space- 
ships that are swarming with instant 
Martians and Bombots. Instead of a 
final character to beat, you'll have to 
reach a silver flatbed spaceship, 
which is the Goal. First go down- 
ward to the yellow spaceship, get the 
Bugs Was Here arrow, then head up, 
right, up and left, collecting Mirrors 
and items as you go. 


SE eee EB? PPLPPLP PP 
Collect the Mirrors and set them upinfrontofthe Instant Pick up as mary of the items along the way as possible. 
Martians. Their beam will reflect off the Mirror and minia- Tomatoes are very effective against Martians. Go 
turize them instead of Bugs. Since shrinking doesn’t dam- _ figure. Also remember to jump downward on the rear 
age Bugs, you can wait for the effect to go away, fins of multi-deck ships to pick up hidden items, 


« 


Bugs must leap into Toke 
space to collect ems. : 


“ 


These asteroids will hold Bugs’s weight An arrow points downward from the aste- 


only for a short time. Quickly jump off roids. Jump down and keep to the right as 
them to a more stable platform. you fall to land on the goal. 
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BUGS BUNNY 
RABBIT RAMPAGE 


The Tasmanian jur 
cliffs and 


3ugs must catcha 
ks of passing par- 
3 ON one parrot toc 


The Tasmanian Devil h 
rabbit, but Bugs can safely substitute 
INT dressed up to look like turkey 
This dangerous dict will slow Taz for 
a moment, and Bugs must use the 
im Pp moving through the 
by parrot, then in the 
Tate jumping is critical, 
because it’s easy to crash and burn 
on a parrot. 


taste for 


TAZ 


If there's one thing Taz hates, 1t’s a meal that keeps getting away. Nothing ; 
1s going to stop him, not even trees in his path. But the tree at the end of 


giant nut will drop on his head and take him out. 
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The mysterious animator now paints 
a scene full of mechanical mischtef 
Robots patrol the ACME toy factory 
while huge machines stamp out pro- 
ducts and package up everything that 
comes along the conveyor belts. Bugs 
has to avoid being stomped, zapped, 
blasted, bombed and getting lost in 
the maze. Bugs must discover what 
wiley character is behind it all. 
HT) 


WABBIT WILES 


WILE E. COYOTE 


ee 


16 NINTENDO POWER 


These toy tanks aren’t as harm- 
less as they look, but the mindless 
robots haven't quite learned their 
lesson, When Bugs sets the tank 
on the ground. it will drive up toa 
robot and blast it. 


sr~™ 

Bugs will run and often jump into 
packaging machines throughout the 
factory, but he should try to avoid 
them. The hit detection around the 
edges of the scoop is poor, so you have 
to clear the scoop by a safe margin to 
avoid being swallowed and packaged 


‘A 


If Bugs manages to wind his way 
through the maze of the factory, 
he'll find the controller in his 
booth—Wile E. Coyote—the all- 


[ 


bate 


tiie 


lime best customer of ACME 
Before you can stomp Wile E. on 
the head, you'll have to get hrm out 
of the control booth by kicking it, 


As Bugs closes in on his animator 
tormentor, he finds himself in 
increasingly precarious positions. 
Crusher, the current champ, will put 
the rabbit on the ropes unless Bugs 
uses all his considerable cunning. In 
fact, bouncing off the ropes and 
launching into a spin attack is one of 
Bugs’s best moves, Just don’t let 
Crusher wind up Bugs’s ears. 


, jump awa 


BUGS BUNNY 
RABBIT RAMPAGE 


CRUSHER 
Bugs 1s no prize fighter, but he Wi 


Crusher just long enough for 
Bugs to land a swift rabbit kick to i 
his behind. Use the Round Bell, 
tomatoes, and the spinning attack 
off the ropes to confuse Crusher 
momentarily, then kick him and 


That's not all, folks. 
Bugs must still hop 
through a mysteri- 
ous old house full of 
black cats, Sylvester, 
and the amorous 
Pepe LePew, then do 
battle with master of 
disguise, Daffy 
Duck. Only then 
will our heroic hare 
discover who is the 
mad cartoonist be- 
hind the sketch pad. 
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Much has been written of Merlin, the magician of Arthurian legend. 
Virgin's Super NEW version of the story takes us back to the days of his 
youth for an offbeat adventure with some interesting twists, such as thought 
bubbles that give players hints about what to do next. 


4ohis Reserved Publ shed py Wgn Gamen inc 


When young Merlin tries to save a damsel in distress 
who has fallen into the river, he is swept away by the 
swift current. He washes up, unconscious, in a 
Strange new land When he wakes, Merlin brushes 
himself off and sets out to explore the enchanted 
forest around him, unaware that the tiny eyes of the 
Shadow King’s mini-minions watch him closely from 
the shadows. The evil Shadow King himself rules 
from his underground palace, sending 
the little Meanies to do his dirty work. 
Merlin learns magic spells as he 
explores and is given passwords by the 
miysterjous and legendary Lady of the 
Lake, who appears when he accom- 
Plishes noteworthy feats. As he ex- 
plores the strange new land, Merlin 

talks to animals, meets up with 


- villagers and ventures to unlike- 
.\\ ly places beneath the earth and = q 
ie under water. Merin finds alt sats of usstul tels and helpful Mein gets soma air in the mune shafts, Board 
~~ spells as he explores tha fand. ‘heads have nothing on ths legendary lad! 
NT ee aga 
of fol EHC ROWE Ral Mont AG .@ ——— a 


The raging river deposits Merlin on 
the shore near a mystic falls, If you 
catch the rising mist in the right 
light you’ll see a rainbow span the 
river, Surely it’s a magical arc-there 
must be treasure at tts end. 


RAINBOW 
FALLS 
If you threw Jewels into the 


vwateriall, you'll sam traa 
sures in retum. 


MEANIE 
TREE #1 
Throw Stars to beet the 


Meenia Tros than pick up 
‘tho treasures it guards 


SNARL 
SHOOTS 


Powader these snarling 
Mooms with Stun Oust to 
‘frowze them far a mamont 


SPRING 
POND 


Collect water from the 
‘spring and save it in 
a bottle. 


| 


THUNDER 
PIG 


Uso Stun Dust on this pile 
of park before trying to 
attack with Shaoting Stars. 


COAL 
MINE 


ont venture into this dark 
maza unl you've picked up 
the Lantern, 


CHIME’S 
POND 


When you approach tha 
pond. the Chima will insist 
that you hear her stary 


MEANIE 
TREE #2 


Orink invincibility water 
from the Chime Pond then 
shoot the tree wrth Stars. 


THE 
FOREST 
The Chime wall opan tho 


ath to Penedale after you 
free her mirror image. 


MELODY’S 
HOUSE 
Pick up the Wrench outside 


the entrance to shy melden 
Molody’s house 


CASOLARI’S 
HOUSE 


The old magician sometimes 
wanders out of his house to 
give Merlin messages. 


GARDEN 
MAZE 


The Key that Casolan seeks 


THE HEART 
| TREE 
‘The secret of the Heart Tros 


figs in finding Golden Heerts 
of tha sama shape. 


RAINBOW 
GATE 
The Rainbow Jewel is the 


key to apening the legandory 
Reinhow Gate. 


( 


o 


/ 
, 
> 
ry 
é 
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\ Although he ts destined to become a great magician, as this adventure opens 


& » }) young Merlin has much to learn about mystical tools and magic incantations 
a The enchanted land he awakes tn 1s filled with Meanics, tiny meddlesome 
GH _ beings that come together to form bigger, more formidable enemies, Indi- 


q }  vidually, they pose little threat—kicks in the shin are the biggest attacks they 
‘) can muster—but together they can be very dangerous, indeed. 


a 


Defeat the first Meanie Tree with Shooting Stars, then throw 
the Jewel into Rainbow Falls to get the Stun Dust. Freeze 
the flowers and continue to Thunder Pig meadow. 


Use the Balloon Item to bob up to get the Jewel in the Mine. 
Throw it into the falls to get the Bubble Wand, then use the 
bubbles to trap the Meanies and free the Chime’s Reflection 


After the path to Pinedale opens, 
travel through the woods to Melo- 
dy’s house, Beside the front door lies 
a Wrench. Pick it up and return to 
the Mine Entrance. Use the Wrench 
to take the wooden Wheel off the 
wrecked Cart outside the Mine, then 
find the Mining Cart in the north- 
west corner inside. Putthe Wheel on 
the Cart and get ready fora wild ride. 


4 Ve ———_——\ 
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Sa ~~ Fe 


YOUNG MERLIN 


"| 


\F? THE COAL MINE i 


Before you board the Cart, pick up all of the Items except O 
the Heart Container in the lower right—you need the Cart 
to get it—then follow the route to the weak wall. 


”) WALK 


CONTAINER SY) THROUGH gS 


Os 


at & 
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CRE UNDER 
@ THE SEA 


Merlin might be a magician, but he 
can’t breathe for long under water. 
There are Mermaids, though, who 
can give him breaths of fresh air if 
he can find them in time. They live 
in some of the grotlos, so step up to 
the entrances to see if Mermaids 
emerge. The bad news 1s thal if 
Mermaids don’t inhabit the caves, 
Piranhas do, 


©) CONTAINER 


CAVE 
HERRING 


MERMAID 
CAVE 


<7 GARDEN 
PARTY 


Formal hedges form a maze in the 
area near Casolari’s House. Deep 
within the confusing maze is a 
magical fountain that bubbles 
with the water of life, but between 
the entrance and the fountain are 
many Meanie hedge monsters. 
Casolari thinks he lost his key 
inside, and other treasures ta be 
found include a Heart Container, 
a Flower and a Botile. 


©) CONTAINER 


&) WALK THROUGH 
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If you go to Pinedale and wait outside Caso- 
lari’s house, he'll come out and mumble 
something about a lost Key. Find the Key mthe Garden _— After you get the Wheel off the wrecked Cart outside 
Maze, then take it to Casolari. In return, he'll give youa the Mine, you can fix the other Cart you find inside, 
glass Fishbow! that you can use to hold the Cave Herring Hop on the Cart and ride the rails until you find a 
that you'll find in the undersea stage. place where you can blast through the wall AT) 


When you first jump into the 

water, you have three bubbles’ 
worth of oxygen. Before exploring, go to the 
light beam in the northwest corner and use the 
Balloon to float up. When you surface on dry 
land, take the blue Jewel from the statue's 
hands and return with it to Rainbow Falls. 


When you throw the blue Jewel into Rain- Casolari is a lonely wizatd who could use a 


bow Falls, you'll get an Air Bubble that will pet Go back to Pinedale and give him the 
double the amount of oxygen you can carry. Assign the Cave Herring, fishbowl and all, asagift He'll disappear (Py 
Bubble to your Y Button and press it to activate the air with it into the house. Wait outside for him to return. (° 
Now you can catch the Cave Herring and find the two 
Heart Containers without running out of oxygen. 


When he does, he'll | |, / 
be carrying a large ) 
Spring that he'll give 

to you. Equip the 
Spring on your Y But- 

ton to bounce over 

large gaps, such as {{ / 
the one leading to | 
the underground 
palace 


= 


THERE'S MORE FOR a “dl $ 


- Lak 
Soe YS 


After getting the Sanne ae Casolati, Merlin 
goes back through the Mine and the undersea area 
to the cave where he found the blue Jewel. He can 
Spring over the water there to a tunnel entrance 
that leads to an underground palace, where 
gnomes are said to transform lumps of coal into 
precious stones. And his adventure doesn’t end 
there. He'll also step through the Rainbow Gate to ‘You'll need in use three different 


Use the Spnng 19 jump over ta the bottles of water to ee out We J 
explore wondrous arcas beyond, react el entficgriae palace i 


— ~~ = oat 


Ashura, Raglan’s chosen doer-of-evil, has band of mystical mayhem-mongers. By 
captured a young sorceress by the name of testing his skills and besting lesser bad- 
Arianna. Sky, a young warrior with lofty ambitions, has dies, Sky just might develop the powers needed to pull 
taken up the cause to find and rescue her. However, Sky’s off his difficult scheme Between Sky’s conquests, a 
powers are no match for Ashura and Sony Imagesoft’s bearded old man will help him to stay true to his goals, 


Sky begins hts quest with one special power He will acquire 
others atong the way His baste atiack moves consist of punches 
and kicks If you press the Y Button rapidly, Sky will throw two 
punches and then finish the move with a sweeping kick 


WAVE GUN COMET FLASH LIGHTNING STRIKE 


Sky begins the game This special power Is 
wath the ability 10 create obtasned after 

8 crescent shaped blast 
from his hands This 
blast travels honzon 
tally atl the way across 
the strean 


You can feel the 
electricity in the air as 
it rushes from Sky s 
body into every enemy 
that happens fe be on 
the screen af the same 
time Very nice! 


defeating the fireball 
ihrewing gente boss 
on the first sslend, You 
can use il to attack Io 
escape or both 
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SKYBLA 


Even though Sky can choose the them in order to make it over to the 
direction he goes in, thereby select- 3rd island, Four minor powers are 
ing the order of stages, he’llhave to _ held by stage bosses, hut the Fiery 
complete each and every one of Phoenix is the ultimate weapon. 


Sky will tackle six stages on the first 
island, There aren’t any big sur- 
prises, but Cliffs of Peril breaks up 
the hack 'n slash action, 


A multitude of stages challenge Sky 
on the secondisland This, the East- 
ern Plain, is really where the major- 
ity of the game takes place. 


<a 


Raglan’s home! Sky will meet up 
with Ashura and Raglan on this dan- 
gerous turf, You won't be allowed to 
go here if you're not up to it. ts 


Raglan’s plot is unveiled im the introduction of the game. At 
the end of this initial stage, Ashura makes off with Ananna 
and just about does Sky in for good with a barrage of fireballs. 
However, the old man is there to set him straight. 


If the old man offers to let you 
see the mystic patterns, copy 
down the shapes. A password! 


Sky’s meeting with Ashura 1s brief. 
Ashura pounds Sky with fireballs until 
the young whelp keels over and passes 
out. Ashura flies off with Arianna at this 
point. Don't worry about being beaten [MAaARiersersd 
up by Ashura here, you won’t be able to 


retaliate in any manner. It’s beyond your Ashura ts many times larger than Sky The young I 
control. See the old man Sheree ards lad wont be abla fo avod his attacks here Copy the password tha old man gives you. 


Il thre meats . 
help presevss my quest? ~ 
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IST ISLAND 


While the action im Skyblazer 1s aren't many*enemies on the other 
always side-scrolling, the variety of islands that aren’t also found on the 
how the stages are played keeps it _ first, You'll get a password after the 
interesting The entire first island is intro stage, but there’s really no rea- 
sort of like Sky’s introduction to the son to write it down because you'll 
worldof evil enemy creatures. There — get another soon. 


Another interesting stage, Sky ap- 
pears to be circling the tower as he makes his way 
up on the ledges. Enter every door along the way. 
1-Ups can be found in the rooms! 


Jump off of the moving pletiorms: Don't get ceughi between the 
before the spikes eppear walls when they come together 


Possibly the most interesting stage on 
the first island, Sky straps on a pair of wings and 
takes flight! Sky can throw fireballs, but other 
powers don't work at all here. 


Sky's firetalls walt travel all of the 
way ecross the screen 


Teke out one of the enemas m the 
row end head for the opening 


Sky will have to doa lot of clinging to walls 
and moving platforms in the Temple Infernus, 
However, what makes that difficult are the ene- 
mues that move along the walls. Sky will have to 
be able to jump to and fro quickly. 


If Sky finds timself treed, the leaves and 
branches will break his fall, but they won't hold him up. 
It’s almost as if he “sinks” through the trees. You can 
see the enemies that are waiting in the trees. 


Me ott OO 


, ; f E 2 letiest ” 

Don't mss the opportunity to get the if f § Before jumping, check the 
1-Up thers eut In the open above the trees for enemies hiding 
‘treetops emongst the leaves Pro 
ceed ceutiously end fire 


the Wave Gun specie! 
weepon if you deam it 
necessery 
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Ne GtrBossy [era 
tee pe 


Comet Flash and the power to heal yourself will be gained by defeating the two 
stage bosses that reside on the first island The strategies for besting these two bad- 
dies are basic You shouldn’t have too much trouble 


FIREBALL GENIE 


Gateway to East Puan | 
The onty two things that can hurt you are the fireballs and the lamp 


A freebie of sorts, the goal in when it’s in motion Otherwise, you can walk right past it, Your 
this stage 1s to collect as many strategy should be to attack the lamp when it moves. 

diamonds as posstble The stage 
end if Sky runs into a sptke 


They are difficult to avoid 
toward the end 


Stay put! Dent move unl the Cherge full speed at the lemp Crouch down and punch eway et 
Qonte throws his fireballs et you when you're surn the firohalls the lemp You should ba able to 
‘They dont move very fast. won't hit you It will begin to move, get In twa good hits 


Up down and back eround Fly afong wath the gs 
diomwond trail Sky! Enea] Ups here 


Acool use of Mode 7 graphies, this boss has its eye set on Sky! Hang 
on tothe left wall and jump over it the first few umes it comes at you 
and attack it directly or with a power after it shoots a fireball at you. 
Crouch in the lower left corner when it’s huge. 


Bh, eo! Sky is headed for a spike It looks like 
this stage 1@ going to come to an and 


The bearded old man greets Sky Blast the big oye when the red eyelid opens. A dump over the eye whan is comes spinning your 
after the Gateway stage and will jumping kick works well es a direct attack on the eye wey Cling to the left wall and leep ta the nght 


offer him words of encourage- 
ment and a password to boot! 


The old msn gives Sky some options et this 
stage im tha game, Choose Resume to play on. When the eye gets lerge just crauch down in the fof (t's difficult to evond the fireball when i's clost to 
orner to avoid the spikex They'll miss you you Anticipate when the eye wall fire rt 
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The most important thing 
to look for in this stage is 
the air currents that blow 
upward. They will keep { 
Sky aloft. Negotiate the 
currents that blow in other 
directions as needed. It's 
not always easy to do, 


Sky con remain 


Sky faces another encounter with a 
rotating tower. Keep your wits about 
you if you’re scared of heights. It’s 
not a bad idea to make use of your 
Comet Flash power if you need to 
buy yourself some time in the aur. 
Slay the fire-breathing dragon at the 
end of the stage 


The sectet to victory is peunding en the 
tong dregon s red crystal ball 


confusing stage in the game You need 


reach the exit. Since there are a few 


Use Comet Flash to propel Sky egainst 
ihe currents Is very usefull 


NINTENDO POWER 


because Ihe yand's blowing up 


This stage probably has the most potential to be the most 
switches so you can swim in the currents in order to 


attached to the main room in this stage, it’s easy to 
become disoriented Check the map for the exit. 


‘Trap the fish on the other side of the 
walls while you etteck the pads 


Skyblazer isn't over! dilficult 
Especially when you consider how 
easy {t 1s to earn lots of 1-Ups. 
There are several locations where 
you can re-enter a room that holds 
a 1-Up and it'll always reappear. 


stationery here difficulty, too, 


| os 


to activate the underwater 


different rooms 


The Caverns ts one of the 
more difficult stages be- 
cause of the enemies that 
pop up and have the ability 
to take Sky by surprise. 
The dangers of fire and 
spikes playa big role in the 


The passwords that the game ; 
you will retain all of the lives that 
you accumulate. A nice feature 
Remember that you have to com- 
plete every stage on the second 
island before moving on to the third 


The leva monsters spit firabells 
thet move lest. Watch out! 


Scot 


mn ins 


The icy surroundings of Petrolith Castle 
present a fairly good challenge for Sky. Multitudes of 
spikes and a section of moving ceilings make for an 
interesting jaunt through this particular stage 


They just keep getting meaner And 
trickier, too! To defeat the last round 
of stage bosses, the ones before Ashura, requires 
more patience and more speed. 


This is actually a really cool boss, The wall 
spins around and Sky has to jump through an 
opening in the wall that can change position. 
Slash at the eyes with each rotation 


-s ra Wal forthe ee founds wo sng ny atten 

end cherge at you before leaping to the next 
Doe ledge end jumping aver them With the icy 
comming toward you Hor, ifs easter said then done. 


‘With eech rotatien jump up end ‘Sky hes te jump up end through the 
slesh eway et sach eye and the face gep if he wants to eveid getting 
in the middle of the forvhead. aquashed by the wall when ib spins, 


Wind demons confront Sky on a group of 
ledges, They unleash blasts of air in an effort 
to try to knock Sky off of the ledges. Punch 
tapidly then jump to another platform, 


Once again, Sky is given 
the opportunity to rack 
up generous quantities of 
diamonds as he equtps 
himself with a pair of 
wings and fltes over to 
the third island 


Neil the demons wath punch Ht looks as al Sky 1s going to get 


ate time if necessery Patience will —blested off of this ledge There is @ 
pay dividends this bme aroun ledge befow this one hawever 


.. “SR 


Use the same flying technique that 
you used in the previous flight stage 
to score mess dlemonds 


This boss looks like a cross between a dragon, 
a rhino, an elephant and a ninja turtle. What- 
ever it is, all you have to do is nail it im sts 
snout, Watch out for the apples! 


‘The Citadel stage serulls verticall - 

Dont wrcienne nach setter Ajomping punch/kek works grest Guicky run away when the beast 

location, Keep meving up when the beast 13 coming toward begins to spew imitated apples from 
you Be sure to het it in the head its protruding mouth 
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1993 Hudson Soft 


‘Hudson Soft brings 
the bungling inspector 
of syndicated television 

fame to the Super NES in a 6-stage, 
mostly side-scrolling action game that 
pits Gadget against the agents of MAD. 
The brainpower behind the bad guys is 
none other than the insidious Dr. Claw. 
The Inspector can take only two hits 
before Heating off to the investigative 
unit in the sky, so it’s a chal- 
Jenging play. 


Inspector Gadget isn"{ suave. gling fashion, and when his mice ts kid- 
He’s not sophisticated. And his long- napped by Dr. Claw, there's no stopping 
suffering Chief will attest to the fact the Inspector. He'll find a way to rescue 
that things find a way of gomg awry Penny and her dog—and he'll get even 
when Gadget’s around But he does with Claw and his MAD agents. There's 
manage to solve his share no telling what he has hidden up his 
of cases, in his own bun- sleeve—or under his hat. 


Q 
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When Panny and her dog are coplured by Dr Claw Inspector Gadget guts the case 
OQ He'll stop al nothing ta rescue his niece from the clutches of Claw 


(GADGET'S INVE 


Half man, half madcap machine, Inspector Gadget is one 
investigator who really uses his head He has all kinds of 
special tools that he keeps hidden under his hat, To scroll 
through the different items, use the L and R Buttons. To 
use a tool, press A or B. The Inspector’s hat will pop open 


According to the Chief, Penny is being held ma haunted 
English Castle, and it’s an ever-so dark and stormy night 
as the Inspector sets outto rescue her Before Gadget picks 
up any of his spectalty tools, he can only jump using the B 
Button, punch using the Y Button and throw Plungers 
using the A Button 


Gadget quickly starts filling his head with all sorts; 
of tools, starting with a retractable claw that h 
can use to grab on to things overhead He'll also! 
find Bombs, Arrows, Anvils, Lanterns, motorized 
helicopter blades and even mini-inspectors tl 
can send ahead to kick approaching enemies in their 
shins 


GHDGET INSPECTS THE 


Gadget’s mission starts in the old English Castle, but 
time he cloves in on Claw, the bad Doctor takes 
Penny and flees to a new hiding place. As a result, the 
Inspector 1s going to see a lot of the world before finally 
rescuing his niece From the driving rain outside the 
castle to the frozen tundra and ice fields of the far north 
and tropical and exotic venues beyond, Gadget follows 
Dr. Claw’s trail. The changing weather conditions in 
each stage play a big part in Inspector Gadget’s rescue 
attempt, 


Snow swirls all around in 
this stage. Watch the falling 
snow and wait until you can 
make a wind-aided jump to 
far-off ledges. Toggle back 
and forth with the Control 
Pad to keep from being 
blown off the snowy ledges. 


very 


STGATIVE TOOLS 


and the gadget will emerge and perform tts special func- 
tion. Most of the tools he'll find along the way, but when 
he starts out he is equipped with a couple of basic weap- 
ons. The play control is generally good, but switching 
tools 1s a bit awkward 


It's easy to slide nght off the 
edges of ledges in the slip- 
pery ice stages Mind your 
footing and watch out for 
areas of ice that might crack 
and give way beneath your 
feet. It’s not always easy to 
Stay cool 


INSPECTOR GADGET 


{ 
} 
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Inspector Gadget packs quite a whal- 
lop with his boxing-glove fist. Use it 
to bash MAD agents aod to break 
blocks and take their contents, 
Sometimes the blocks hold tools, 
other times Power-Ups. When the 
blocks are low, press Down to kneel 
hefore throwing the punch, Jump 


him. 


There are many hidden blocks in the 
game. To find them, hold Down oo 
the Control Pad until Gadget whips 
out his Magnifying Glass. If there 
are aoy hidden blocks on the screen, 
they will shimmer into view. Punch 
at where they showed up to uncover 
their contents. Search for the hidden 


STAGE f: THE HAUNTED CASTLE 


The word 1s that Dr, Claw bas taken his abductees 
to a castle. And it’s not just any castle—it’s a 
haunted English Castle Inspector Gadget has to 
battle the elements as well as the MAD agents as 


he struggles through torrential rain to reach the 
castle entrance. Once he finds Dr, Claw, he’s in 
for a surpriss—the good doctor has no time for 


and punch to hit high blocks blocks everywhere, 


amp, simply jump and punch it 
several times. Although special 
weapons are helpful in some 
cases, all BiBlot enemies in ie 


Dr. Claw controls the big Chair 
that floats in to light the fighting 
Chandcher To defeat the big 


Duck te avoid enemy fire and ts punch at low blocks. 
You can also fire Arrows from this position. 


| com r 


NN SSS 


y STAGE 2: TO THE CLOCK 0 


The Chief says that Dr, Claw has fled to a Swiss Clock Tower, so 
Gadget will have to scale the snowy Alps on his way to rescuing 
Penny. The big, bad Snowmen are hard to handle, so avoid them 
when possible. Punch or fire Arrows at the bat-wielding, snow- 
ball bashing enemies and keep a watchful eye on the weather. 


After hraving the snowy elements, 
enter the Clock Tower and climb to 
the top to find Dr. Claw, To avoid 
enemies and anguish, use Plungers 
and go directly to the Tower top. 


Once again, Dr. Claw ts the mamiacal 
mind behind the Chair, and this tume he’s 
swinging a giant Guillotine. Leap up and 
collect all of the Power-Ups on the roof, 
then concentrate your attack on the Chair it- 
self Use punches, Arrows or Anvils to crush it 


Go emmediotely to the roof ta pick up the Power 
Ups, then start attacking the Chae 
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He's baaack' This witch doctor 
sits in his Chair while deadly 
spikes circle him. It's hard to 
reach him without being impaled 
on the spikes, so stand in the 
lower left corner and attack him 
using Red Helicopter Blades 


t 
| 
\ 
| 
| 
' 
' 


The Mine Carts really move—Gad- 
get will have to act fast to jump 
from one to the next, Watcb out 
for exploding Bombs and MAD 
agents. Equip the Blue Helipcopter 
and activate it just as the Cart 
you're in is about to fall away. 


Achvala tha Blue Heticopter yusi as one Cart disog- 
pears then catch the next one, 


In Stage 3, Inspector Gadget goes deep into the 
Amazon Jungle, where plenty of hunters are 
after his multi-talented head. Give the Monkey- 
meanies a wide berth andclimb through tbe trees 


| —_— “I 


} The bad-natured Mon- 
@ keys that inhabit the 
} Amazon Jungle throw 
objects with deadly ac- 


curacy, They’re serious pests that tor. 
can make short work of the Inspec- 


and Inspector Gadget is hot 


The water levei in this area mses 
and falls. You’ll be safe as long as 
you stay on the high platforms, but 
if you fall in, you’re a goner. Watch 
the tide. When the water level 
drops, jump to the next high plat- 
form 


The waler rises and falls, Wail for the level to 
drop before jumping tn the next ptetform. 


oe a 
The jungle mist hides lots of ene- 
mies, so watch the background and 
be prepared to act wben you see 
misty shepes appear. The Fish that 


‘Watch the fog im the backgreund carefully When 
you see shapes start to appear got ready to attack 


using the platforms there. Don’t dawdie on the 
platforms, though, Some of them will drop if you 
stand on them for too long Search for Bonus 
Rooms, which are hidden in every stage. 


Attack quickly, before they 
have a chance to toss their wares. 


jump up out of the water to attack 
you yield Overcoats, so attack them 
to power-up whenever you lose 
your jacket, 


Fire at ihe Fish to replece a lost Overceat, bul 
avoid ham otherwise. 


STAGE 8: ANCIENT INCAN RUINS 


The Chief says that Claw has escaped to some 
ancient Incan Ruins, 
on his trai!. The Incan Ruins hold many myste- 
ries, but the Inspector knows who 1s behind some 


of them: it’s tbe nefarious Dr. Claw. While ex- 
ploring the region, Gadget will discover Mine 
Shafts and flooded chambers—and he might yust 
find it difficult to keep his head above water, 


Or Claw torments you with spin- 
ning platforms in this showdown. 
He can’t shoot down, so keep his 
Chair above you and punch as you 
jump from platform to platform. 


Dr Claw can't shoot down 
so stay balow him Oant 
fall off the platiorms! 
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5 STAGE 5: THE EGYPTIAN PYRAMID 


When the Chief tells Inspector Gadget to high- | 
tail it to the Egyptian Pyramid, he has his work —_ the Inspector. Be sure to search out the hidden 
cut out for him. The Pyramid is full of MAD —_ passage—you'll find a 1-Up there. By the ume 
agents with spinning wheels and Mummies you reach this stage. you could use an extra life. 


Watch out for the flames that shoot 
upfrom below Turn them off by flip- 
ping the Red Switches off, but leave 
the Blue Switches on. 


The spotlight effect in this area makes seeing things difficult Move ahead, 
pick up items you find, then throw the Lantern at enemies, 


o Zz — — ean ae 


iplka cus afeae find the veuliilo I Dr Claw flies around on a King you attack him, he'll fire back. 
Passage, Be sure topickup the l-Up  { Tytlike headin thisround When Avoid his shots and keep firing 
you find—you’ll need it! qu a, 


; Py ae 


Inspector Gadget heads back into a chilly cli- agents who try to shove you off. The snowy 
mate for the final stage and hus last confronta- — gondolas are very slippery, and it’s easy to lose 
tion with the dastardly Dr. Claw Jump ontothe your footing and fall to your doom, It’s a chal- 
gondolas to ride upward, but watch out for those sneaky MAD __lenging ride to the top. 


You'll need to hight the Lantern in the 
darkened area you enter first. Bounce 
up and out of the mountain on the 
series of red balls, 


Se ae | 


It's Dr Claw at the controls shell When you destroy it, you'll be 
Attack the plane's outer pulled into the cockpit to meet Claw 4 


“Nitin Ba pala” 
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SPORTS 
TALK 


The games are 
almost here! | 
don't mean the 
Winter Olympics, 
but some cool 
ttles with freez- 
tng action For your 
Super NES. The 
Olympics feature 
great athletes and 
hours of TV coverage, but when you 
cant stand one more in-depth inter- 
view with some skater’s blade sharp- 
ner, get into the action with this 
month's focus on winter games. 

(A quick correction: in November's 
soccer chart, Tony Meola’s Soccer 
should have shown 64 teams and a big 
Yes to Strength Meter and Lineups, 
Sorry, Tone.) 


Lou Z. Ball 


RIDDICK'S REVIEW Pg, 37 


A heavyweight look at Riddick 
Bowe Boxing from Extreme 
Software, 


BRETT HULL Pg. 38 


Accolade’s hard-hitting hockey 
hero takes on the entire NHLPA 
while Al Michaels calls the 
action. 


SPORTS 
ILLUSTRATED 
Pgs. 40-41 


syecanes aones 
Rl te, Sa 


Both football and baseball com- 
pete for playimg time in this 
innovative game from T*HQ 


WINTER EXTREMES 


a ae 


+ Faw 


By Electro Brain 


Salt Lake City, UT—Out of the snowy 
alps comes the ultimate skiing/snow- 
boarding experience possible without 
snow or a lift ticket Loriciel devel- 
oped Winter Extreme Skung & Snow- 
boarding for Electro Brain, and they 
obviously knew a thing or two about 
the sports, With the Mode 7 graphic 
effects, you sce everything except the 
steam of your own breath. Whether 
you're into Skiing, Snowboarding, 


“, »» you see everything 
except the steam 
of your own breath.” 


Slalom or Downhill, Winter Extreme 
puts you on world class slopes in the 
most realistic and fun-packed winter 
game ever, 

You can compete either on skis or a 
board in Competition Mode, Training 
or the challenging Fun Mode in which 
you pass timed checkpoints in a 
Downhill course full of obstacles, In 
the Competition and Training modes, 
you can choose from three events: 
Downhill, Giant Slalom and Sialom. 


in the Training mode you can choose 
between four different courses for 
each event. 

Skiers and snowboarders will 
appreciate the reality of the graphics, 
sound and play control, but you don’t 
have to be a mogul monster to thrash 
on the speed. Super fast, 3-D scrolling 
courses force you to react instantly to 
changes. You can also yump obstacles 
and tuck to increase your speed. 

Winter Extreme has enough terrain 
to keep things exciting, and the chal- 
lenge of beating the best time on any 
given course gives the game added 
depth. As a two-player game, you'll 
compete against the clock, your 
opponent and computer players. Time 
to hit the slopes. 
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THE OLYMPIC 


x se pal 
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} 
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In the Bobsled competition, you Ib rocket down the frozen course at more then 200 kph 


By U.S. Gold 


San Francisco, CA—The 17th Winter 
Olympiad takes place this month in 
Lillehammer, Norway, and you can 
compete for the gold in ten of the 
events thanks to U.S Gold’s Winter 
Olympic Games, Up to four players 
can compete in alternating turns in 
individual events or the full Olympic 
schedule. The events include Down- 
hull, Slalom, Grant Slalom, Super 
G, Freestyle Skung, Biathlon, Ski 
Jumping, Speed Skating, Bobsled and 
Luge. For variety, 
the 16 megabit 
Winter Olympic 
games can’t be 
beat. Some of the 
events require 


Precision ming, 
while for others 
need to 


you'll 


I 
tt 
b 


‘S 


hm 


Holding tho perfect position ts tho key te extended 
flights sn the ski jumping competrten 
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navigate tricky courses at top speed. 
Still other events like the Biathlon re- 
quire players to master several skills, 

The vicw in the skiing cvents ts 
from in front of the athlete looking 
down the course Speeds are far slow- 
er than tn the realistic Winter 
Extreme, but the challenge 1s still 
there, Unfortunately, not all of the 


“For variety, the 16 
megabit Winter Olympic 
games can’t be beat.” 


challenge is due to the layout of the 
courses. Play control feels slightly 
awkward due to the frontal view. On 
the other hand, it is easier to 
see the terrain in this game, 
making the challenge more 
strategic and less reflexive. 
You can slowly traverse each 
course in the training mode, 
looking for the fastest track 
and problem bumps or turns, 

Another difference be- 
tween Winter Olympic 
Games and Winter Extreme 
is that in Winter Olympic 
Games, the poles and gates 
on the ski courses can spill 
you head-first into the snow. 


SPIRIT 


In Winter Extreme. you simply snap 
through a gate and incur a penalty A 
fall in the Winter Olympics automati- 
cally disqualifies a player from the 
competition. Pretty harsh. In this 
game, practice 1s essential. 


DOWNHILL DARING 


Lillehammer 1s the only city in the 
world with a skier on its coat of arms, 
so you can bet that these folks know 
how to put a ski run together. The 
Downhill course at Kvitfjeil has a 
vertical drop of about 2500 feet and 
there are lots of tight corners and 
Jumps. In Winter Olympic Games, 
you'll race on the same track as the 
Olympians. You can tuck to increase 
speed, or ski at an angle across the 
slope to slow down. The Super G 
also takes place at Kvitfjell, The 


as 
t 


Picking out the bost fino 16 easy in tho Downhill ond 
Super G since getes are widely separated 

shorter course features more turns 
and gates. Make sure you stay out of 
the trees. You'll be disquahfied if 
you take a tumble or ski off the 
course. 


The Downhill courss at Kuithell averages @ 29% vertical drop 


ae : = 7 


GO FOR THE GOLD 


In the Bobsled competition, you'll 


hurtle down an icy trough in a 
behind-the-sled view. The same 
view makes the Luge just as excit- 
ing, Speed skating takes place on an 
oval ice track on which two skaters 
compete at once. In Ski jumping, 
you'll slide off a ramp and float down 


The (uge ovent was added to the games in 1964 at 
Innsbruck. The Luger staers tha tiny sted wilh his lags 


the hill for as 
much distance 
and style points 


as" you can 
amass. The 
Biathlon com- ii 

e@ 5 sa four jump moves to 
ines CTOSS bud styla pots 
country — skimg 


and target shooting, Free-style Ski- 
ing is judged for yumps and spins. 
The Slalom and Giani Slalom test 
speed and dexterity on the slopes. A 
choice of eight different languages 
adds to the inter- 
national flavor 
of the game. 


Skale against computer 
of human apponants 


The Slalom and Giant Stalom courses al Hafjall wall 
test your quickness. You must make all the gales, 


age 
, ££. ¢ 
a a ae A 


Tha Biathlon competition al Birkabaineren has rather 
awkward controls Aiming at targets 1s difficult, 


By Extreme 


San Mateo, CA—Riddick Bowe may 
have a tough climb ahead to regain 
his world heavyweight title, but 
his Super NES boxing game from 
Extreme already 


looks like a 
champ. Riddick 
Bowe Boxing 


scores big points 
for the quickness 
and mobility of 
the fighters, a 
feature that allows you to use aggres- 
sive tactics, or to dance out of 
trouble. As for the punches—they 
scream with speed and power Two 
damage meters depict the face and 
abdomen of each fighter, and an 
exhaustion meter indicates how 
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RIDDICK BOWE BOUNCES BACK 


close a fighter ts to get- 
ting KO'd Players 
choose either the one 
or two-player exhib 
tion fight, or the career 
path that lets them rise 
through the ranks, 
much like the classic 
Punch-Out!!" for the 
NES. In fact, the car- 
toon-like appearance of 
the boxers also echoes 
the style of Punch- 
Out!!, but these fighters don’t have 
any cartoon super moves, sust lots of 
strength and stamina 

Riddick Bowe Boxing may not 
look as realistic as Boxing Legends of 
the Ring, but with the ability to 
move about the nng, it gives you a 
more realistic fight In the Career 
Path, even the lowest of your oppo- 
nents can pack a punch, so you'll 
have to boost your own power In 
training sessions between matches, 

And what does Riddick Bowe 
himself think of his video namesake? 
Says Riddick, “He has killer jabs, just 
like me. The main difference is that 
he doesn’t have my gorgeous smile 
or charming personality” Power also 


asked about Riddick's input during 
development of the game. “We 
worked with Extreme at all stages of 
development,” he said “They took 
the time to listen to what I thought 
would simulate the true boxing 
experience...” And how about the 
heavyweight’s tps for players: “You 
don’t want to rush into competing 
against boxers with much better 
skills But remember, you want to 
keep challenging your boxer. . . and 
practice, practice, practice!” Finally, 
we asked what’s next for Riddick 
Bowe, and he said he's getting back 
into training and to look out, because 
he’s gomg to be better than ever 
before. 


ha oi 


By Accolade 


San Jose, CA—Hockey super star 
Brett Hull teamed up with Accolade 
and the programming group at Radi- 
cal Entertainment to produce one 
of the classier acts on ice. Mode 7 
graphic effects allow for a modified 
behind-the-puck view that scrolls 
down the ice as the action moves one 
way and then the other Although 
Brett Hull doesn’t have the NHL 
license and no actual team logos can 
be shown, it does include correct play- 


PACKERS 
LOCAL 212 


hum ‘Alley and Caradan Moone Gnd] 
ee 
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Game options include instant 
replays, game stats, fighting and 
penalty options and lineup editing. 
You can also keep the Goalie off the 
ice if you need more offensive power. 
Brett Hull Hockey includes team 
evaluattons that includes player analy- 
sis as well as overall team strengths. 


CALL THE PLAY 


One of the first things you'll notice 
is the voice of veteran sports announc- 
er, Al Michaels With little delay be- 


t= EASTON Gane Stats 


SM. tovis Yanc aaver 
Boal: 
er names and team strengths for NHL ! ah is on Beal te 
cities. Two players can face offin exhi- 7 4 iy Checks ; 
bition action, or one player can chal- ve a afbias a 
lenge the computer in league play or Gy “fasting % 


playoffs. 
Although it may be less realistic . = . 
than the close-te-the-ice perspective tween the on-the-ice action and the 
of NHL Stanley Cup, the viewinBrett call, and a good variety of announce- 
Hull Hockey is very casy to compre- — ments, Al almost sounds live, at times. 
hend, You’re always facing in one Of course, over time, even the best 
direction as the screen scrolls over the announcer gets stale, so Accolade in- 
ice to where the actron 1s taking place. cluded an off switch, On the down 
Ttus less casy tO tCll .ftt————e\ Sic, Accolade didn’t 
which player you * 7 include name recog- 
control. The ice- ‘»++ the feeling of controlling ction for players 


colored indicator the players as they except for Brett 
marks and player move over the ice Hull Instead, Mt 
number are easy to . » Here} chaels calls the plays 
miss in the heat of is quite realistic. by the numbers 


the action. Another 
problem is that characters at the far 
end of the ice tend to be small and 
hard to see. This makes 
defending the far goal 
more difficult, so in a two- 
player match, one player 
will have a disadvantage. 
On the other hand, the 
feeling of controlling the 
players as they move over 
the ice is quite realistic. 
You'll have to master 
momentum and turning 
tadiuses just as you do if 
you really take to the ice. 


Something seems to 
be missing when you hear, “Number 
Five shoots! He scores!” 


Hashingten 


L@S ANGELES 
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PRO SPORT HOCKEY 


By Jaleco 


Wheeling, IL—Jaleco, best known for 
its baseball game Super Bases Loaded, 
has left the diamond for the ice. Pro 
Sport Hockey 1s certainly playable and 
fun, but it doesn’t have the bells and 
whistles or the reality of the other ~ 
major hockey titles Jike NHL Stanley 
Cup, NHL ‘94 and Brett Hull Hockey. 
The view ot the puck and over-sized 
players 1s exceptionally clear, but the 
view of the overall rink 1s hmited so 
thal passing and shooting become dif- 
ficult, The momentum factor is par- 
ticularly slow m Pro Sport Hockey As 
for the giant players in the dinky rink, 
it's more remuniscent of Hit Thé Ice 
than real hockey, 

Realism isr’t everything, of course. 
Pro Sport may be the easiest of the 
Super NES hockey titles to learn and 
master, For a quick game, especially 


MINOR PENALTY 


seme neces 


[NHL ‘94 


brett ull Hockey Preset 28—} West es] 
Pro Sport Hockey aaa ese 


[nH Stanley Cup | 2] No] ves | ves | Ves | 
INHL94 | _5 | No] Yes | No] Yes | 
[Brett Hull Hockey| 2 | No | Yes | Yes _| Yes | 
[Pro Sport Hockey[ 2 | Yes | Yes | No] No 
[NHUPA "93 | 2] Yes} Yes | No] Yes ] 
[Super Slap Shot | 2 1 No Yes | No] Yes ] 


a 

whenadriend Gomes over whodoes't games mentioned above. 

know the controls,"Pro Sport 1s per- + Be suretacheck the options before 
fede There’s even a two-player mode —- you face“off Periods can be set from 
in which you and a friend —_—_——. two migutes to 20 min 
,feam up against a com- « - utes, Penglties can be 
puter~ aii team. > casual players” turned off as «ell as a Fa- 
“Like Bregt Hull Hockey, may find this ~ .sicue factor and, the most 


Pro Sport has the NHLPA game to be % interesting option of all, 
licensg and the names of a good fit. ” Home Luck, which gives 
real players This season's g the home tba am art adyvan- 


expansion cities didn’t 
make it into the game, though, so all 
you Mighty Duck and Panther fans 
will want Lo look elsewhere, like to lhe 


= tage ’.On thé Setup scxeen, 
*you can change your lines using the 
real rosters from NHL teams. You can 
also study each player's stats on thé. 
same screen. 

Although Pro Sport Hockey fails to 
deliver some of the goods—for 
example, its sound effects could have 
been borrowed from almost any space 
shooter—t 1s easy to learn and play. Its 
baitery-backed memory makes season 
play easy, too Rabid hockey fans will 
probably want to look at competing 
hockey games, but casual players may 
find this game to be a good fit 


Make (tae chenges for the bes! offense 
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ACTION 


By Malibu 


Calabasas, CA—It was bound to 
happen sooner or later Sports 
Illustrated—that tome of sport 
Ing news—wanted to get into 
the game In thts case, 1t was 
into the video game market. 
Teaming up with Malibu (a new 
label from T*HQ), SI has tts 
name on one of the more unique 
sports games of the year Sports 
lHlus. Championship Football & 
Baseball does double duty in its 
16 megabit formation Players 


“... SI. Football/ 
Baseball delivers.” 


el 
can pound out the yards on the 
grid iron or pound a homer out 
of the ballpark For anyone who 
wants It all—-and who doesn't— 
SI Football/Baseball delivers 
With so many sports games to 
choose from, that choice might 


Sperts 
Wtustrated 
CHAMPIONSHIF 
FOOTBALL 6 BASFBALL 


ae 
sell a) 
: in. “ 
upraautE: eee 
me OV of A a 
seem pretty easy when you get 
two for the price of one Making 
the choice even easier is the 
quality of these two games. Nei- 
ther game has stunning Mode 7 
graphics that take you into the 
heat of the action nor do they in- 
clude official licenses, but they 
are both straight-forward sports 
games that are easy and fun to 


| ~~ 
Calabasas, CA —Sports Illustrated 
Football would be a good football 
game even without the draw of having 
the baseball game in the same Game 
Pak. Realistic graphics with good run- 
ning speed makes the player charac- 
ters come tolife, even though they are 
quite small in the 
game's regular view. 
One of the high- 
lights of SI. Foot- 
ball, however, is that 
the view zooms in 
when your player 
gets into an open field situation. It’s 
much easier to control the larger char- 
acter and make subtle moves to escape 
pursuit. Not only are the zoom graph- 
ics helpful, they are well animated, 
too. 

It takes a while to master the con- 
trols of most football games, but with 
SI. Football, you'll be picking up first 
downs right from the start, One rea- 
son is that the computer takes over 
some of the work. Ona running play, 
once you hike the ball, the computer 
takes over the quarterback for a 
second and hands it off to the running 
back. Basically, you just have to run 
for daylight, On passing downs, you 


“... you'll be picking 
up first downs right ly 
from the start.” 


choose an open receiver and let the 
ball fly. If he catches it, you keep run- 
ming Even kicking field goals 1s easy. 

S.1. Football has all the vital op- 
tions, including a password and a full 
season of games, 28 teams in NFL 
cities, 54 offensive plays, multiple 
defensive sets, two- 
player exhibition 
games and constant- 
updated — stats. 
There’s alsoa replay 
option so you can 
watch the last play 
over, and chances are you'll want to, 
because you’re bound to make some 
spectacular plays worthy of the cover 
of Sports Illustrated Although S{. 
Football doesn’t have the depth of 
Madden NFK °94, it’s still a solid 
game 
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GET A HIT 


Calabasas, CA—So what do you do 
with your football game after the Sup- 
er Bowl? In most cases, you probably 
put it away until the next fall. Not so 
with S.J, Championship Football & 
Baseball, If you’ve had enough of the 
pigskin season, it’s time to turn to 
America’s favorite pastime—baseball 
$1, Baseball includes all Major 
League cities but no license, so actual 
team names and logos can’t be used. 
Also, like the football game, no real 
player names are used. Once again, 
the strength of this game is easy play 
control that anyone can pick up in 
minutes. Your pitches are determined 
by pressing a power meter for the 


By Data East 


San Jose, CA—Like Tecmo Super 
Bowl for the Super NES, this game 
was programmed in Japan, and the 
American staff of Data East didn't 
even see it until it was all but fimsh- 
ed. That's not a good sign, football 
fans. The action 1s slow and equally 
frustrating 1s the poor Al There 
doesn’t seem to be any logic behind 


speed you want, then 
guiding the path of the 
ball. The resulting con- 
trol over pitches is 
pretty good, although 
not strictly realistic. 
The faster the pitch, 
the less control you 
have Left-handed 
pitchers will have prob- 
fems with southpaw 
hitters, as well. 
Batting, as in all 
good baseball simula- 
tions, is a matter of 
watching the ball and timing your 
swing. Fielding is made simple by an 
inset view of the field and a big bright 
dot that indicates the 
location of the nearest ¢& 
defensive character and 
a shadow on the field 
marks the place where 
the ball will land. The 
defensive characters 
move fast and throw the ball with 
enough zip to make spectacular plays. 
Features included in S.1. Baseball 


MONDAY NIGHT ANY NIGHT 


blocking or defensive player move- 
ments The blocking schemes in the 
play book don't seem to match up to 
the actual play on the field. The 
strangest part of Monday Night Foot- 
ball 1s the Power Play option. Instead 
of controlling your players on the 
field, you can choose a Power Pass or 
Run. In this side-view mode, you'll 
see your player and a defensive play- 
er sprinting along as If ina race, Fin- 
. “gen ger speed deter- 
mines how far you 
can go The idea of 
being abie to outrun 
an opponent isn’t a 
bad notion, but in 
this instance, it is 
removed from the 
action on the field 
In the passing op- 
tion, you control the 
power of the receiv- 
er after the catch. 


...» the strength of 
this game is easy 
play control...” = play control, this foot- 


are exhibition play for two players, 
season play witha password (although 
the season is limited to 19 games), and 
you can set cach game 
for three, six or nine 
innings of play. With 
good animation and 


bali/baseball duo Pak 1s 
hard to beat. In com- 
parison to Relief Pitcher, the fielding 
play 1s far better, 


When it comes to ABC Monday 
Night Football, you may want to 
tune this one out. 
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By Left Field 


Westport, CT—The popular arcade 
game, Relief Pitcher, has made tis way 
to the Super NES with much of its 
strength intact. Relief 
Pitcher features the 
ability to custom pro- 
gram your pitcher You 
can outfit Left or Right- 
handed pitchers and 
give them one of four 
special pitches includ- 
ing screwballs and sinkers. You also 
decide if they hurl the ball overhand 
or sidearm. Once you’ve made your 
selections, you’re ready toplay ball Of 
course, if you choose the Relief Pitch- 
er mode over the Starting Pitcher 
mode, you'll come into the game with 


“Like most arcade 
games, it’s 
fast and it’s 
unforgiving.” 


RELIEF IS IN SIGHT 


the pressure already on. 
That's a big part of the 
appeal of this game. Like 
most arcade games, it’s 
fast and it’s unforgiving. 
The view on the field 
is low from behind home 
plate. You're actually 
looking over the shoul- 
der of the Umpire. Mak- 
ing the pitch involves 
setting the grip and pow- 
er as ao indicator zips 
around a circular meter 
Timing 1s critical. Pitch- 
ing on Most games, including S$] Base- 
ball reviewed this month, is much 
simpler, but these pitches are more 
exciting. The graphics and animation 
of the ball players are very good. 
Fielding is another 
matter, The view 
doesn’t shift from the 
baiting view, aithough 
it zooms out toward the 
area where the play 
Must be made The 
perspective is awkward 
and, unless the computer intelligence 
manages to get your player into posi- 
tion to snag the ball, you could be 
looking at some very long innings. 
When you're up to bat, the view is just 
about ideal, but since this 1s a battle of 
pitchers, you'll have to face a lot of 


heat. An indicator on the screen lets 
you sce where the pitch is within the 
strike zone—a nice touch—plus 11 tells 
you if you’re swinging late 

This 1s a game for players who like 
pitching and hitting If the strategy of 


base-running and making spectacular 
defensive plays 1s what you most like 
about baseball, waii for Ken Griffey Jr 
Presents Major League Baseball, 
which Sports Scene will review in an 
upcoming issue But if pitching 1s your 
thing, give Relief Pitcher a try. 


SELELT OIF PIP 
PLA 


KMUCKLESALL 
FISTING FASTRALL 


Sac a 


PLAYER ONE 


SINKER 
LEFT-HANDEC 


SPORTS FORECAST 


Redmond, WA—As seen from the 
Sports Desk at Nintendo Power, 1994 
ls getting off to a super year Besides 
some of the ttles covered this 


NBA Jem will deliver the best ectron in town 


month, several blockbusters are just 
around the corner Ken Griffey Jr 
Presents Major League Baseball— 
perhaps the best video baseball 
game ever—will take the field in 
Acclaim'’s NBA Jam 


early April 
should hit town even sooner, and 
with the Super NES version you'll be 
slamming and jamming like 20 mil- 
lion bucks. Further down the road, 
look for a new Nigel Mansell Indy 
Car game from the same developers 


who introduced the British ace 
to American video racers Virgin 
Games has begun development of a 


Kan Griffey Jr Baseball vill be the hit of the season 
Super FX racing game, too. Super 
Bases Loaded 1] 1s also on the way. 
Even bigger things are in the works 
at EA where new sports games are 
being designed specifically for the 
more advanced technology of the 
Super NES rather than adapting 
games from older systems. 
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THE POOL CHAMP 


By Mindscape 


Novato, CA—The full name of the 
game is The Billard Congress of 
America Presents Championship 
Pool—possibly the longest name in 
Super NES history. The endorse- 
ment of the Congress shows how 
realistic this game is. You can chalk 
up your cue for 12 different pool 
games under the official BCA rules— 
the same rules used in sanctioned 
amateur tournaments. The games 
included are Three Bail, Eight Ball, 
Nine Ball, Ten Ball, Rotation, Fifteen 
Ball, 14.1 Continuous, Equal Of- 
fense, Cut Throat, Basic Pocket 


Billiards, Speed Pool 
and even a freestyle 
option that lets you 
make up your own 
game, 

The realism of 
the graphics 1s also 
impressive, P| 
can shift the view 
from directly over 
the table to a low, 
side-angle view that 
mimics bending 
over a pool table 
The balls roll matu- 
rally and carom off the cushions just 
as you would expect, Lining up shots 
in the overhead view 1s easy, but 
playing in the low-to-the-table view, 
although more realistic, doesn’t 
work nearly as well, 

Pool sharks have plenty of help for 
setting up their shots The Ghost 
Ball shows the path of the cue across 
the table, making the lining up of dif- 
ficult shots much casier You also 
control the English and power for 


each shot On the down side, actually 
controlling the commands for setting 
up h shot can be awkward. 

The mutu-player option is a major 
plus Up to eight players can com- 
pete There is also a tournament 
option and a practice session. In 
comparison to Side Pocket, Cham- 
plonship Pool wins out tn most cate- 
gories except ease of control, but a 
Iutle practice can erase that advan- 
lage 


PUT IT IN THE POCKET 


~~“By DataEast Data East 


San Jose, CA—Side Pocket from Data 
East takes would-be pool sharks on a 
journey across America as they hustle 
pool or prove their skills sinking trick 
shots. The regular game consists of a 
cross-country tour of five cities in 
which you'll challenge the local 
champ. There's also a two-player 
game, two-player Nine Ball and the 
Trick Game, in which Side Pocket sets 
up some unbelievably difficult shots 
for you to sink. 

The most impressive part of Side 


Pocket 1s the control. The play control 
18 easy and it gives you excellent con- 
trol over the ball You can jump the 
ball, put a ton of backspm on it, tap it 
gently or blast it, The Left and Right 
Buttons let you make harr-fine adjust- 


“The most impressive 
part ... is the control.” 


ments to youraim The overhead view 

covers the entire table anda shot path 

indicator helps you aim your shot. 
Don’t expect the fancy angles and 


options of Championship Pool Side 
Pocket has limited variety, but it 1s 
challenging The Trick Game presents 
the most challenge. You'll have to 
shoot over fine crystal glasses, around 
bumper obstacles on the table and use 
every trick 1n your repertoire to sink 
these shots. 


ACCURATE 
ANGLER 


oY NEw 
YY ANTI-CHALK 
BREAKING 
SYSTEM 


Visual Concepts and DIMC 
have teamed together to 
bring you an action adven- 
ture unlike any other. They 
have taken the smooth ani- 
} | mation of games like Prince 
, of Persia and Flashback and 
used it to place a normal guy 

4 in outrageous situations. 
Outstanding graphics make 
this game a must play! 
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Lester awakens on the beach and begins.to explore his 
surroundings. Giant crabs and sea turtles infest the 
beach, ready to snap at any unwary traveler. 


a 
f . 
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Hf you can't raech & ledge, push a rock aver and use It for an extra boost up, 


at 


Further down the shore, 
sandy beaches give way to 
rocky crags. Landing on the 
sharp rocks can prove pain- 
ful, so get a running start 
before jumping over them. 
Watch out for the giant sea- 
gulls at the end of the stage, 
rv Tyit you can’t find the 
land of this stage, try 
pushing the crate, You 


may stumble onto @ 
solution, 


ate 


Begn running before you jump 
‘0 fvod falling on tha eharp 
nis, 


Lester has fallen 
into the dark 
caverns below the 
beach. Work your 
way to the bottom 
right corner to find 
the exit, Watch out 
for the flocks of 
bats that chase you 
through the area. 


ey 


Wart 
ne Se Se Se ee eS 


Use the rocks that you find to scare a 
the bats. If you tas te bats will chan 
yuu. 


e 


The exit to the caverns is 
blocked by a locked door, Find 
the treasure chest in the top 
=| left corner of the stage, and 
23 open it with a rock, Use the ; 
Ruby that you find inside to J 
open the locked door. f 


‘Whon you find the treasure 


Rock to it Placa the Ruby on the pedestal under the 
Se tnd The Re sunbeam, Iv wll deflect the heam ond clear 
‘your path - 
6 | 


After exitiog the caverns, 
Lester returns to the beach. 
Here are the first clues that 
other people may be on the 
island, Giant Tiki statues are 
spread over the area, and not 
all of them are decoration! 


Thore is only one way past 
these wae kick han overt 


x 
q 


To get past tho final Tiki you 

must first find tho Emereld amt 

il a = 
“ ele 


‘ we at Bie 57-45 


" Gen't got too close to the 


‘throw then into the fire, 


© 


place, Look for smoke 
coming out of the 
chimneys. If there } 


climb out the window. 


i ett pa, rn aoenaed j T tear of tha raft, tun end tack it, the raft plemmets over the falls, 


ieft eral center skulls and 


'} the ghosts will! 


When Lester enters FG 
the village, he finds } 
that it isn’t a friendly P 


isn’t any smoke, you iz 


Find Hector's hut and E® 


Lester must make it past the Lester grabs a raft and heads down the river, Poison- 
haunted burial groundinorder ous snake and deadly piranha attack from all sides, As 
to find the chief of the island. If soon as things look sel a waterfall appears! 

t the sink holes don’t get him, vie 


When e snake falls, walk toward the dump for the swinging vine before 


if =a see smoke comming from the chy, 
restless patie a sed inside, 


: va To escape from the village. If you walk all the way to the 
{ Lester must jump from rooftop right in this stage, you wilt 


to rooftop. If he falls, he'll bef “WY : E1 gw reach a dead end. Instead, 


} captured und caged. Escaping |” 
from m prison is tricky? . 


nf | ae Se 
\ 5 
ij he ee 


- HES yep sow fe hets, keep runag ce past you, grab the key dowm to the jungle flear. 


you'll fall throw, 


te io Macon 


romawee a 
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4 climb up the ladder and swing 
# across the vines to reach the 
top right corner. 


| If you're captured, distract the “fam for the bottom of each 
ax gonrd with o rock. When he vine, or you'll mss it end fall 


Tia High in the treetops, Lester 
) finds a hut filled with traps. It 

i takes swift feet and a quick wit 
AN to make it outside. Grab the 
HUM boomerang While you’re here 


You can break the lek off the socond door 
by thmrenng the boomerang at it. 


fons to drop Ihe first weight, 
This opons the lacked door, 


Hecior’s daughter has [ARTS a) 
been captured by a | ‘ 
giant gorilla, In order 
fo save her, you must | 
knock the gorilla un f° 
conscious with your f, 
boomerang. Watch 
your head or he'll land 

‘on top of you! : 


Lester had better keep moving if he's going to make it 
through the jungle because a jaguar has decided that 
he looks tasty. If you reach the cave, beware of traps! 


Keop cunning thraugh this 
‘tags and release the vines 
quickly to stoy abend of 


Unblock the eave with your boomerang, but 
above you IF you don't move quickly, the 


I EMS: 


It's dark inside the caves, $0 grab the Blue 


Torch to light your way. Open the doors on the botiom 
floor by hitting atl the pressure plates inside the cave. 


will open 


u 3. = 
Ths Bius Torch is the only ong that's One of the pressure 
two ‘50 leave all tha doors spen. 


safe to grab, oll tha others rw traps. 


i 


As soon as Lester starts 
to walk through the cave, 
the ceiling slowly drops 
on top of him. Keep run- 
ning as you work your | 
way down through the 
qave or you'll get trapped 
if a corner. 


tl doesn't ‘matter which way you ial 
the ceiling is going to start falling. 
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EER 
V EM 


CAN YOU 
HANDLE 
THE MISSIG@ 


Be se Ree bl tanen in 
eal) orcas ct LeGenuMniy you, 
hs the most jidwented chopper 
rer eee Se tS affer, 

a? a Wout ye 

RNY fom TAL 


e Teally arem'L any surprises 

for you in the Jungle 

All of the enemy forces are out 

in the open You'll have to blast 

some huts to get at several of the 
hostages, though. 


After sheoting the hut to release a hestage land the ys 

chopper tu pick them all up They It came ta yor A chopper mecharuc from an allied military is ws 
hand in every level to geve you some hi 7 
on tus pad to restore yaur anergy 


NINTENDO POWER 


It's not every day that you play a stmple game that has the ability to 
hold your interest for an extended period of time We're happy to 
report that Extreme's Choplifter III 1s both easy to unde ndand 
a blast to play! Speaking of blasts, blasting will be the nary 
directive when you pilot the hehcopter in the game At the begin- 
ning of each level, you are given a goal—the minimum number of 
hostages you must to rescue You have to go out and pick them up 
and bring them back to base. Simple Well, it would be, but 


throngs of enemy forces are out to slop you 


Gri the coordinates lor your first mission! 


RAINING GUNS’ N Your chopper is equipped with a machine gun mount 


=d on the nose. It has an unlimited supply of ammo, 
AMMO Spectral weapons cases are atr-dropped in for you. 


Fick up spectal waepans when thay re 
‘henging fram the chute or on the ground 


You can use your speciel weapons to mere 
effectively wipe out ground troops 


Shoot the case but net the chute, to gein 
eccess to the specie! weapon 


The forces that have taken the 
hostages have massive fire power 
artillery and ground troops 
onstantly assault you during 
your rescue missions 


Rotate the chopper to sain dewn 
bullets upen tanks hike this one 


Enemy artitery can be hazardous to 
your health! Stay out of range. 
fl 


M PREPARE FOR Levels 3 and 4 in cach sector provide the most challenge 


for you and your chopper In each Level 3, you'll meet a 


ry THE ATTACK! not-so-mini-boss, Level 4 1s the big showdown, 


DEATH TANK BIG GUNZ 
SECTOR 1: LEVEL3 SECTOR 1: LEVEL 4 


You can earn exira points 
| for bringing in more 
| hostages than required 
{ Rescue at least one host- 
|} ageless than the number 
Turn and rain down bullets and other Nei! the small guns and then go for =» required. Then go back 
speciel weapons en this huge tank. the red “button” on the big gun! out for as many more as 


you can get These hostages are home Iree. Great job! 


Now go get the cast ef them 


Se eee 
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SECTOR 
2 


Compared to the Jungle, there 
Is more lerritory to cover in 
Sector 2, the Desert Caverns 
Not only will you battle and 
rescue above terra firma, you'll 
fly your copter down into the 
bowels of the earth searching 
for captured troops You'll 
need to use your special weap- 
ons more here, 


With no land im sight, you and 
your chopper have to attempt 
numerous rescues al sea in the 
four levels of this sector Preci- 
ston piloting is critical for your 
mission to be considereda suc- 
cess. Besides a refueltng loca- 
tion on a ship deck, there are 
almost no “safe” areas al sea. 


The goal is the same in this 
sector as it was in cach previ- 
ous one. It’s just much more 
difficult There is an interest- 
ing use of foreground and 
background obyects in Sector 
4 It can get tricky flying be- 
lween, over and behind the 
skyscrapers. 


NINTENDO POWER 


THE UNDERWORLD 


Judging by the sheer quantity of rein- 
forcements that the enemy forces have 
positioned underground, they must be 
up to something very big All of the 
arullery that you have encountered 
above ground will be found below 
ground, too. That's not all Other un- 
expected hazards inctude stalactites that 
break off and crash down on you when 
you fly the copter under them 


Stalacttes and stalagmiles join together to lorm 
barners Blast them as well as whol blasis you 


LADDER ACTION 


Before rescuing any of the 
hostages that are trapped 
on the rafts al sea, you 
have to obtain a ladder 
The needed red device ts 
sure toappear in one of the 
{ crates that falls from the 
(sky. Access the ladder like 
{ @ special weapon 
t 


Don't retract the tadder until the 
hostage is safely inside the choppma 
Otherwise, he'lt be lost of sea 


—_—_—$—$ 


Bolts of electricity run between these 
two towers You'll have enough time to 
gel down between them, but wail for the 
next bolt to subside before exiting 


FAILED CHUTE 


This paratrooper sniper should be 
easy pickings for you. Shoot out his 
parachute and watch him fall help- 
lessly to the ground Thud! 


As with all of the bosses in this game, you'll have to do a Jot of 
moving around in order to destroy the two that appear under- 
ground. Try to save all your special weapons for them 


CAVERN DRILLER THE MACHINE 
SECTOR 2: LEVELS SECTOR 2: LEVEL 4 


‘Sheet the leser turrets before nailing the big hetch on Defeoung this machina 1s difficult because of the 
tha sida Usa missilas whan the hatch opans. flames thet come at you from above and below 


SEA SKIRMISHES 


The batiles with the machines at sea is more intense than any- 
thing. you may have previously encountered. Treat the giant gun 
boat in Level 3 hke the giant tank in Sector I: Level 3 


GUN BOAT OIL REFINERY 
SECTOR 3: LEVEL 3 SECTOR 3: LEVELS 


Your chopper is more difficult to 
control during a heavy wind and 
rain storm You can tell which way 
it's blowtng from the raindrops. 


Just what you 
needed an anemy 
fighter yet. Menew 
varing 1s diffewt in 
tha driving rain Try 
to get behind it, 


Drop bombs and ram gunfire dawn on this emphib Blast the guns and then nail ell of tha rad “buttons” 


leus fightar Drop fares to draw the missiles eway Vertical end honzontel attacks arm necessary 


Fly P full oe bie oy, re! ONDITION CRITICAL! 


these flash pots. The metallic skin 
on your chopper will get singed if 
you don't move quickly. 


This is it. The whole mission hangs on whether you can make it 
through the mean streets to rescue the remaining hostages. The 
ultimate in enemy firepower stands in your way 


DEATH TANK II ROBO COPTER 
SECTOR 4: LEVELS SECTOR 4: LEVEL 4 


‘You ve saan a lank like this before but this ona is e Nearly tweca the siza of your chopper itil teka mom 
lot fester snd carnes heawer artillery than a barrage of bullets te bring it down 
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Getting there can be just as fun as being there when you 
travel with the latest Nintendo system — the Nintendo 
Gateway System The system offers travelers entertain- 
ment, convenience and planning information all in an easy- 
to-use interface. Currently available on some mternational 
Northwest, China Air and Virgin Adantic flights, the 
Nintendo Gateway System offers ten video games, movies 
and a duty-free shopping service. Other services will come 
on-line soon Versions of the Gateway can also be found in 
hotels and, in the near future, on board cruise ships. 

The Gateway combines a version of the 16-bit Super 
NES with a controller and an interface that lets you choose 
from video games, movies, audio CD recordings, phone, 
shopping, and information, The interface aboard the planes 
comes from Hughes-Avicom International while the infor- 
mation services to be delivered in hotels and aboard cruise 
ships comes from LodgeNet Entertamment Corp. Each 
seat on a Gateway plane has an LCD screen and a con- 
troller. The Gateway links cach passenger to a host com- 
puter that downloads games to the Gateway or switches to 
other entertamment or information sources, like a VCR to 
play a movie of your choice. The Gateway Controller, 
which contains all the familiar controls from your Super 
NES Controller, also acts as the controller for all passenger 
services such as requesting help from a flight attendant. 

Since space is at a premium on planes, all the compo- 
nents that normally fit inside your Super NES Control 
Deck had to be fit into a three and a half inch square that 1s 
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one inch thick To accomplish that miraculous feat, the 
engineers at NOA had to use many new parts, They also 
had to work with a different power supply that called for 
more efficient components. The most obvious difference 
between the Gateway System and the Super NES is that 
you can't plug a Game Pak into the Gateway. Instead, 
game programs are downloaded into a two megabyte RAM 
(Random Access Memory ) That's enough memory to hold 
the massive 16 megabit games thal are becoming more 
commonplace Another consideration was that the 
Gateway had to be able to interface with the equipment 


supphed by Hughes-Avicom that provides the non-video 
game functions Finally, the Gateway had to be approved 
by the FAA, so extreme care had to be taken to msure that 
the system would comply with all safety standards. And 
what's the cost of all this high-tlying technology? 
Norihwest Airlines 15 shelling out one and a half million 
dollars for cach 747 that 1s converted, and 1 intends to con- 
vert most of its 42 plane fleet 

In comparison, the Nintendo Gate wa: 
be installed in hotels along with mto 


ystem that wall 
mation/movie ser- 


vices provided by LodgeNet Entertamment’s System 3000 
should only cost $50 per room The difference 1s that each 
hotel room will contain only a video display and con- 
troller The game system hardware will be kept in a remote 
location The trick 1s making sure that there are enough of 
these remote systems available to satisfy the demand Beta 


tests are currently underway to determine how many 
Gateway units would be needed for different types and 
sizes of hotels. 

So how might your trip go with the Gateway? Let's say 
you're flymg out to Nintendo of America to have lunch at 
Cafe Mario. You board the plane, settle into your seat and 
switch on the Gateway. Now you're in control As the 
plane soars into the sky, you're crashing the boards in 
NCAA Baskethall or throwing a Dragon Punch in Street 
Fighter I. Suddenly, Chun Li knocks you cold with a 
Flying Bird Kick. You're a thousand miles from nowhere 
and gettmg beaten badly. Only a quick call to the Game 
Counselors at Nintendo can save you Luckily, the 
Gateway lets you reach out and touch Nintendo for some 
winning moves. Thal’s cool, but you don’t know where to 
pick up your baggage, either, and the Nintendo rep can’t 
help you with that one Back to the Gateway. Enter the 
destination info far Sea-Tac International and you'll be 
focusing al directions leading you through the airport to 
the baggage area for your flight. 

As the plane cruises with a strong tailwind, whisking 
you toward your first Yoshi Burger, you might feel the 


urge 10 relax and watch the movie that’s about to start 
While rockmg with Wayne's World IV, you hear a totally 
excellent song jew moments later, you're plugged into 
the CD. Maybe the CD 1s so hot that you want to buy it! No 
problem, just switch back to the Gateway’s shopping ser- 
vice and have a copy sent directly tp your home. OF cout 
you have to pay tor the CD, so the system tsn‘t perf 
Whal 1s? 

The Nintendo Gateway System should keep 20 million 
travelers playing on the road every year. Bul the future 
may hold an even bigger role for the Gateway. Although 
nobody yel knows what form the national information 
highway wall take, uluumately, the Gateway system ts 
designed for easy integration with any environment or 
host, and by the time the super highway 1s in place, 
Nintendo will have engineered several generations of 
Gateways. So what does that add up to? Someday, you 
may enjoy all the comforts of travel while staying al home 


ot. 


Games to be offened initially on the 
Nintendo Gateway System: 


Super Mario All-Stars 

The Legend of Zelda: A Link To The Past 
Street Fighter I 

NCAA Basketball 


Super Tennis 

Super Play Action Football 

Super Soccer 

T&E True Golf Classics: Pebble Beach 
Super Mario World 
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@ From Agent #223 
Invincibility Plus 


Working through all five stages of Alien’ can be difficult 
and frustrating All of the stages require that you com- 
plete several difficult missions, each swarming with 
aliens, Even with the password feature, many players 
may never finish this game, Our agents have discovered 
a code that can give players an edge over the Mother 
Alien and help them finish the game To enter the code, 
begin playing the game, then press A, B, Yand X on 
Controller 1. On Controller | press the A Button and a 
number should appear in the top left corner of the screen 
If you re-enter the code on Controller ff, you can 
increase the number by pressing the B or X Button. 
Continue doing this until you have the game mode set to 
the corresponding number below NOTE Enemies can 
suil hit you when the game is set for No Damage, but 
your power meter will not decrease. 


| - Invincibility 

2 - No Damage 

3 - Invincibility 

4- Unlimited Weapons 

5 - Unlimited Weapons & 
Invincibility 

6 - Unlimited Weapons & 
No Damage 


‘White you are playing the game, press 


Finishing this game cen prove frus- 
r A,B Y, end X on Ci 


for even the best plsyers trotler I 


NINTENDO POWER 


Re enter the code and advance 
number to the mode you went to ploy 


On Controller 1 press the A Button to 
number eppeer m the corn 


i From Agent #576 
Watch Mode 


With this code you can set the game up so that the com- 
puter will control both teams, allowing you to watch the 
game. When you start the game, select a 1-Player game 
then hold the Select Button and press Start. When the 
screen changes, enter a password if you have one, or 
continue to the Team Select § After you select the 
League you want to watch, the computer will choose two 
teams and begin playing 


ssword or stert 
of the season 


Highlight the 1-Pleyer option, hold the You cen ente 
Select Button then press Start. Vd from the beginnu 


ther of the two leagues, then 
ie B Button 


" is - 


@ From Agent #099 
Change Colors Code 


This simple code discovered by Agent #059 wiil allow 
you to customize the appearance of your character in 
Run Saber. At anyume while you're playing, pause the 
game, then press the Select Button Each time you press 
Select, the color of your character will change, There are 
eight colors to choose from, so ptck the one you like and 
start playing! 


Pause the game and press select. 


Normally you can only change your While you are ploy 
character before you hegin pleyng "4 geme end press thi 


P= 


Choosa the color you like, then contn- 
ue playing as usual 


1754453 ap 


Each tire you press Seluct, tia color 
of your cheracter will change 


@ From Agent #922 
Stage Skip 


With a hitle work and the help of this code, you can start 
the game on any stage of the game While you are play- 
ing 4 new game, press the Start Button to pause the 
game On Controller 1, press Right, Left, Down, Right, 
A and Start The stage will end, and you will skip up to 
the next area. You can repeat to cade as often as you 
want until you reach the end of the game. 


While you ara playing tha 
pouse the game by pressii 
Stert Button 


On Controllar J, press Aight, Lott, 
v Down Right, A than Start 


skap ta the next 
you ra playing 


Rapeat tha code as oftan as you naad 
to stat on any staga you want. 


M@ From Agent #821 
Extra Landforms 


This tnek will let you change the shape of any landform 
before you start playing. Start a new city and select any 
landform, but don’t butid anything Wait ten seconds, 
then go to the Total Screen. Exit the Total Screen and 
select the Save/Load Menu, then select “No " Return to 
the Main Menu, select “Stari New City” and the land- 
form will change. 


Wart shout ten saconds, then salacl 
the Tote! Screen from the Information 
Menu 


Start @ new city end salect eny land- 
form When you begin pleying don't 
‘build anything 


Hut the Total Scrson and select the 
Save/Load Menu Choose Go to Manu 
and salact “No ™ 


Start a new city and tha lendform you 
sefected will heve chenged 
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Bi From Agent #663 


Super Engines 

If you find that you just don‘t have enough speed to win 
a race, this secret should do the trick After you have 
raised the level! of your engines all the way to the maxi- 
mum, your laboratories can create a super engine. 
Collect $100,000 dollars in some of the easier races, 
then invest it in the development of an engine. After you 
finish the next race, your Super Engine will be ready to 
use, The only problem with the new engine 1s that it can 
only be used once 


You mus! trst davalop your angina afl Raise at laast $100 000 doltars in aome 
tha way to the maximum leval gf of tha aasiar races of tha circu. 


To usa the Supar Enginas, hold both A 
end 6 while you fe racing 


invest all your monoy in tha davalop 
mani of a new angine, then start a 
new race 


B® From Agent #202 
Difficulty Select 


After you have finished the game at least once, you can 
use the following code to access the Difficulty Select 
screen, On the Title Screen, press B, A, L and L, all on 
Controller 1. The Title Screen will automatically change 
colors. When you begin playing, a new screen will 
appear where you can choose from the Low, Medium, or 
High modes of play. This code can be found after you 
fimsh the game, but you must wait through all of the end 
credits to get i. 


{ 


} 
* 


‘You must play through the enbre: 
geome et least ance batora you cen 
usa this coda 


‘On the Tita Screen, press B A, Lend 
_ g L.elonControliar | 


PeSCLECI™EARE 5} ed | 


“ Pie i : | 


You wall bt able ta choose the diffu 
ty tevel that bast fits your skills 


Bowarel The High difficulty level can, 
ba frustrating for beginning | 
players 


PPENATAD 


BB From Agent #700 


Select 
You can explore any of the stages you want if you enter 
this quick code When you first turn on the game, press 
Select, then Start to enter the Configuration Screen. 
While you are on the Configuration Screen hold the L, 
R, A and X Buttons on Controller I, and press Start on 
Controller 1. If you enter the code correctly, the screen 
will change and the Stage Select will appear 


oF 


On tha Tile Scraan prass Selact than 


Startto ga to tha Configuration 


ff pross Start on Controlier | 
Screen \ 


ifyou enter the code correctly, the 
Stage Selact should appear 


Choose the stega you went, then 
press Start to bagin playing 
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B® From Agent #888 
Chicken Feed 


After you have located the Flying Rooster, you can use it 
to collect all of the items in the Rafting Area Go to the 
Rafi Shop, rent the Raft, and take it down stream to the 
second waterfall. Drop down the left side of the falls, 
then switch to the Map Screen just as you leave the 
screen. If you time it right, when you return to the game 
your raft will fall two screens and onto anisland If you 
have the flippers you can walk into the water and swim 
around. [f you want to pick up any of the items that are 
floating above the water, equip the Power Bracelet and 
pick up the Rooster to fly over to them. If you move at 
least two screens away, all the items will return to the 
first screen again. You can repeatedly pick up items until 
everything 1s full! 


y tn] 


a te POE 


Tfosssse* Waal Ne | 


O3RSH 
‘After awakaning tha Flying Raostergo Rida tha Raft over to the second 
to tha Raft Shop and rant e Raft. watarfalt and drop dowa tha right 


side 


‘ss ma] Co 
a 
J 


fal 


oe ate 
NpueCeEaEeS 


a 
WE i 


As soon ss you diss ppear from tha 


Whan you land on the island, you can 
‘Screen, prass Salact to go lo the Map 


Jump into the walar and swim 
wherever you want! 


SECRET 


A popular activity among Nintendo game : 
players is developing tips and strategies. If 
you would like to share your own special tips : 
with us, send them in! Choose your own 
three-digit agent number and be sure to 
include it with your codes. 


—_—e 


B® Agent #329 
Bonus Fighters 


Normally when you begin playing the NES version of — 


Battletoads & Double Dragon. The Ultimate Team, you 
only have three fighters in reserve. With this code, you 
can get an extra boost of help and start the game with 
five fighters. On the Player Select Screen, hold Up, A 
and B, then press Start if you enter the code correctly, 
all five hearts will be full when you begin. You will need 
to re-enter the code on the Continue Screen in order to 
receive the extra fighters when you continue the game 


On Controller I, hold Up, A and 
B, then press Start 


On tha Playar Sefact Scroan, hold Up, 
Z Aand8 thon prass Start. 


Normally you will begin the gama with 
only three fightars in resarva 


If you continua tha gama, ba sure to 
anter the coda again 


You will start the gama with a 
tional two fighters in resarve 


AGENTS WANTED 


i Our Address Is. 

: Nintendo Power 
Classified Information 
P.O, 80x 97033 

: Redmond, WA 

: 98073-9733 
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WHY DO | KEEP RUNNING OU 


Ken Warnock 
our party constantly con- 
sumes food while you 
explore or make maps, and 


they eat even faster while you're 
viewing the subscreen Bringing up 


passes more quickly while 1 4 up. 
The only time that your game ts in 
pause is while the RETURN/SAVE 
GAME option screen is displayed To 
conserve food. SAVE your game 


resume with all of the loud you had 
previously Be sure to pick up all of 
the food in the maze Search all of the 
corndors and don"t miss the Screamer 
Shees or Worm Rounds. They might 


Not sound very uppel but they 
are edible 


AM AME Al 
SCREAMER 


before mapping. then go ahead and 
add to your map Hit RESET to 


the subscreen doesn'L automatically 
“pause” your game — time actually 


Belore you teke the ime to update your map, SAVE 
Ihe game Press RE aley 


is a long corndor 
with invisible teleporters 
There are a couple of ways to 


activate the floorplate at the other end 
and open the door {f your character 
has a high enough Ninja Level, you 
can throw an ilem over the eight 
spaces onto the floorplate If you 
can't throw that far, try walking very 
quickly If you're fast enough, you 
can pass over the teleporters before 
they activate. 


The hallway ts ling 


70 
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Wf you travel west from Pandora 

Village, you'll see a sign that 
4 wams you about Gohlins. If you 
continue to explore in the area, 
Goblins will seize you, take you to 


*'HOW DO | GET THE GIRLIN 
PANDORA CASTLE TO JOIN ME? 


their camp and drop you into a pot of 
boiling water. Before 1's ume for you 
to be the matn course at dinner, 
though, a Gisl will sneak into camp 
and rescue you. After she says 


a ch F= : we 
Jf you wander eround in tha area west of Pandors, 
you'll be ceptured by Goblins. 


1? | HOW DO | GET 


farewell and departs, return to 
Pandora Castle. When you mect up 
with her again, she'll ask for your 
help, then she'll join you. You'll be 
asked to name her. 


r= 


The gin will sneek into the Gobli 
‘you from the stew pat. 


camp end rescue 


PAST THE LAVA POOL IN GAIA’S NAVEL? | 2 | 


When you return to Pendora Castle efter the ordeal, 
the girl wall offer to join you 


Vf T hen you reach the cavern 
yf with the pool of lava, you 
HM won't be able to go any 
farther until you find a way to make it 
disappear Go up and enter the cave 
in the northwest corner of the lava 
coom. Defeat the enemies inside then 
use your Sword to flip the Skeleton 
Switch that’s on the north wall of the 
small cave When you exit the cave, 
the Java pool will have dred up, and 
you'll be able to exit through the tun- 
nel to the south 


2 | WHAT DOES THE CLUE ABOUT THE SEASONS MEAN? 


Go to the cave in the camer of the tava chember and 
Fp the swatch wrth your Sward 


When you exit the cove, the fava wall be gona Now 
you cen use the tunnet to the south. 


TV VT oppecland 1s divided into four 
1 casons. The pink area ts 
| 2 spring, the green area 1s sum- 
mer, brown 1s fall and white 1s winter. 
The clue that you got in Moogle 


2G | 
Start in spring, where the trees heve pmk leaves, and 
walk eest io summer 


Village tells you to start with spring, 
so go to the pink area in the lowes left 
and walk counterclockwise through 
the seasons until you reach spring 
again. When you’ve correctly com- 


Continue from summer to fall, then from fall go west 
ta winter Now reium to sping. 


pleted the walk, you'll hear an explo- 
sion. If you walk to the right to inves 
luugate the noise, you'll find a new 
path that leads to Spnte Village 


Ae 


When you complete the tnp, you'll heer en explosion 
commg from the nght. Investigate" 
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* HOW CAN ENTER THROUGH THE 


FRONT GATES OF PATROF CASTLE? 


I first, you tH have to use the 

“rel passage that’s under a 
4 Biombstone to enter Patrot 
Castle When you reach the appren- 


lice inside the castle he'll ask you 10 


A he two towns are feuding 
because Telaine raised the 
A price of the ore that Belaine 
nceds lo produce weapons and armor. 
The people of Belatne don’t under- 
stand that Telaie 15 rapidly runnin 
tous ore Go to the town 
eh to find one of the 
seven Cr rystals of Peace that can be 
found on ils streets Take the Crystal 
bach to the 2 of Telaine I will 
replenish Telaine’s supply of orc and 
restore peace th the warning cities 


join him If you answer y 
He's front gales will open and you'll 
be able to enter and exi through 
them, saving yourself the inp through 
the secret passage To fight the 


After the gates open, tell th 
urmind Let 


prentice that you ve 
ight begin! 


changed yo 


Gow iuze 
iare ot th 


and Sesrc if 
Crystals of Peace 


Marty Pappas 


apprentice, talk to him again He'll 
ask you if you've changed your mind, 
Answer “yes” lo start the fight 
Defeat the apprentice and you'll get 
the Siar Rune. 


sed! inthe present, the Star Rune doubles 


e of the Crystels to the King of Tetaine It will 
peace betwoon the two towns. 


W J hen you've ursed, 20 
y lo Guanta and talk to the 
town’s sage. He“ admit 


that he cursed you and tell you that he 


won | remove the curse until he 
knows what your intentions are Go 
west lo the Cave of Silence and 
recover the Moonlight When you 


return with the Moonlight to the sage, 
he'll remove the eurse that kept you 
from using Magic Later, you'll use 
the Moonlight 10 make Gartso visible 


Once the sage 
Us 


able to 


ny of yor 
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nul he s sure what 


back Io Guanta with the Moonlight to have the 
ge remove his curse 


ou'll need the Level 2 Power 

Y tess and Mamu’s Frog 
& Song to find the Rooster. The 
Level 2 Power Bracelet is ina 
Treasure Chest inside Level 6 To 
Icarn the Frog Song, you musi locate 
Masnu in the Signpost Maze and pay 
him 300 Rupees to hear the magical 


Equip the Level 2 Power Bracelet ond push up on the 
Weatharcack's stone to uncover stars 


BGs 


of After you trade your Shovel 
N for the Boomerang, you might 

be tempted to buy another one 
if tt’s for sale at the Shop in Mabe 
Village. If you buy it a second time, 
though, you'll take up a space in your 
inventory that’s intended for another 
item, such as the Bow. If you do buy 2 
second Shovel, you won't be able to 
get md of tt and free that inventory 
space for another object. If you decide 
that you do need to use a Shovel, you 
can return to the Goriya and get it 
back by trading the Boomerang for it. 


life in the form of a Rooster. You can 
grab on to the Rooster and fly to 
places that you wouldn't be able to 
reach otherwise, Try using the bird all 
over the island while it hangs around, 
because it won't stay with you for 
long. and once it’s gone, it’s gone for 
good. 


tune, which can wake inanimate 
objects. Return to Mabe Village, 
equip the Level 2 Power Bracelet and 
push the Weathercock’s stone up to 
uncover a set of stairs, Go down the 
stairs and find the pile of bones, then 
equip the Ocarina and play Mamu’s 
Frog Song The bones will come to 


TS PTI PFI 
SCAGAEAREAAAS 
+ + 
* 
Se 
¢ 
‘% 


ee. 


lage 


Pe 


ra rae 
cn . 
Dia Dasa wise DY 
Greb the Rooster and tly to outottheway places, ike 
ttus one neer Kenolet Castle 


When you play Mamu s Frag Song in front of the pile 
of bones, the Rooster will come to life 


oxa Gs } 


After you find the Magnifying Glass, you con locate 
tha Goya et Toronbo Shores Go thera and trade 
your Shovel for the Boomerang 


Don't buy e Shovel a second time—t'lltake up & 
valuable space in your inventory if you nead one, 
trade wath the Gonya egein 


Be WRITE TO: 

| Counselors’ Comer 
fe) P.O. Box 97033 
i Redmond WA 
98073-9733 


| CALL 

(206) 885-7529 
Nintendo Game Play 
Counselors are on call 
Mon.-Sat., 4:00 a.m. 
to Midnight and Sun 
6:00. am to 7:00 p.m 
Pacific time 


o 
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[: you missed out on all the action of the Super Power — month’s challenge gives Game Boy fans a chance to show 


Club Challenge last month, here is your chance to try 1 their stuff with the hot new pinball game, Kirby’s Pinball 
out! If you did try it out, well, try it again. This Land. 


CHALLENGE 


\ — 


ZOMBIES ATE 


DISNEY’S ALADDIN MY NEIGHBORS 


How many pink gems can you col- What is the highest score you can 
lect on your quest? rack up by the end of the game? 


What is your all-time best score 
for this hot new puzzler? 


You wall loso all the Try to work through 
gems f you continue all of the fovels wath- 
out losing a neighbor 


HW aall take quick wits 
to masios tins game! 


NIGEL MANSELL’S 
WORLD CHALLENGE MORTAEKCMEAT, 


What is your best time on the Can you defeat the Reptile with What is the lowest levet at which 
Brazil Track? all of the characters? you can finish the game? 


Take a photo of each ¢ fia You have ta exon 
af the characters € Be BH tho world very care 
afta you beat the [ - BD) tulty at you want to 
Reptile : sure! 


‘that best mect the monthly challenge, 
© Power Stamps for use towards the 
per Power Supplies. Send all eligible | what is the highest score you can rack 
address at right. The entries must ting Kirby’s enemies? 
ving, Name, address and Membership 
ayer and a photograph of the completed g 
ich includes the system in the photo). 
must be received by February 28, 1994. be He vu om tee 
ated in a future issue of Nintendo Power 
jed by mail. All scores printed are 
ndo Power Staff. All decisions are final. 
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SUPER MARIO LAND 2 


6 GOLDEN COINS 
Found every world in the game. 


Luke Woodward Finished 
Roseville, CA 
Chuck Kolb Finished 
Indianapolis, IN 
Bobby Gutierrez Finished 
Arlington, VA 
John Patrick Crum Finished 
Denver, CO 
Micheal Varozza Finished 
Shingle Springs, CA 
Anthony Noto Fimshed 
East Holden, ME 
Kasper Szuba Fimshed 
Corona, CA 
Justin Weiss Fimshed 
Crystal Lake, IL 
Matt Smith Finished 
Sanford, ME 
| Travis Viteuse Finished 


Lake Mills, WI J 


UN SQUADRON 


Finished Mission | with the most 
points. 
Jeff Ouano 

Casper, WY 
Josh Guerrier 
Sugar Land, TX 


53,000 


53,000 


Eric Colvin 50,000 
Commerce TWP, MI 
James Spouler 


Maple Ridge, BC 


50,000 


Doug Baker 49,500 
Dallas, TX 
Eric Burd 48,300 


St. Paul, MN 


photo. 


| Send us your name and address with a photo of your 
accomplishment! To take a photo of an NES or Super 
NES game, use a 35mm camera without a flash. Turn out 
the lights in the room, hold the camera steady and shoot 
your best shot! To take a Game Boy photo, place your 
Game Boy on a flat surface, then take your photo using 
natural light. Make sure the system is included in your 
intendo is not responsible for lost or 
late mail. All scores printed are decided by the 
Nintendo Power staff. All decisions are final, 


NES OPEN 


TOURNAMENT GOLF 
Best scores on the UK Course. 


Todd Tomezak 
South Bend, IN 


Niles Wilson 
Torrance, CA 
James Bryant 
Phoenix, AZ 
Don Sandez 
Hawley, TX 
Josh Perkins 
Bellevue, WA 
George Donakdson 
Grange, CA 


FELIX THE CAT 


Highest score. 
Josh Abraham Jr 1 O13,580) 


Henry Hopkins 708,270 


Athol, ID 


Highest score. 


Gene Tilk 
Okotoks, AB 


469,803,090 


Chris Rehagen 43,202,920 
Saint Ehzabeth, MD 

Adam Johnson 38,730,310 
Vancouver, BC 

Susan Dempsey 
Balumore, MD 

Jordon Bouray 
Gresham, OR 


30,170,430 


17,083,860 


POWER PLAYERS ———— 


PRINCE OF PERSIA 


Most time left after finishing the 
game. 
Glenn Leary 120 min 
Bloomington, IL 
Ron Klaus 72 min 
Seattle, WA 
Tim Wenger 
Anderson, IN 
Scott Bilyeu 


S7 min 


St min 


Moweaqua, IL 


KIRBY'S ADVENTURE 


Finish a perfect game. 


John Wright 
Kirkwood, MD 

Melody Dichiara 
Elmira, NY 

Trent Flock 
Buford, GA 


METROID I: 
Return of Samus 


Fastest finishing time. 


Aaron Halvorson 
Gresham, DR 


David Abdemaoulave 
Lynchburg, VA 
John Baas 
Kent City, MI 
Mitch Weinman 
Neligh, NE 


NINTENDO POWER PLAYER'S CHALLENGE || 


PO Box 97033 


Redmond, WA 98073-9733 
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Super Mario All-Stars Report Team 


THE SUPER MARIO ALL-STARS REPORT 
TEAM SPEAKS OUT ON THE ISSUES 


What's important to kids? What do they want to do with 
their lutures? Who are their heroes? What do they do with 
their free time? Last fall, representatives of the Super 
Mario All-Stars Report Team (SMART) traveled to 
Washington, D.C, to talk to lawmakers about th ues 
that are important to them —and the lawmakers, including 
President Clinton and Vice Prestdent Gore, listened. 

Earlier in the year, Nintendo of Amenca commissioned 
BKG Youth, a youth rescarch organization, fo find out 
what issues kids were thinking about as they retumed to 
school What they found was that kids were genuinely con- 
cemed about their educations, thear safety and their famu- 
lies When the group got together to discuss issues and 
develop the Nintendo Kids Platform, they identified edu- 
cation, drugs, homelessness, violence and the environment 
as the issues that concerned them most. Their collective 
recommendations about how to address these problems 
made up the “SMART” Platfonn 

Nintendo conducted a nationwide scarch to find out- 
standing kids to serve on the Super Mano All-Stars Report 
Team, an appropriate name, considering that Nintendo 
released Super Mano All-Stars for the Super NES at about 
the same time the search was taking place Applications, 
including essays, collages, video and audio tapes, poured 
in from kids across the country, and the nine winners, 
ranging in age from eight to thirteen, were selected by a 
pancl of their peers. One representative from cach state 
was also named to a “Pinch Hitter™ list of honorable men. 
tons. 

The five representatives took the trip to Washmgton to 


The Super Marto Alt Stars Report Team. Jesse Keegan of Palo Alto, CA, 
Justin Haynas of Carraliton, TX, Knstin Stolpe of Mountain Top, PA, Kanna 
Mecket of New York, NY, and Sean Donahue of Southborough, MA 
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The team presents its platform to Rap Josaph P Kannady tin his office on 
Capstol Hill 


eine 


Knstn Stolpe presents 
2 copy of the platform 
to Rep Paul Kanyorsk: 
in his office 


discuss the issucs and present their resolutions io the 
President, Vice President, Senator Barbara Boxer of 
California and Congressman Joseph P_ Kennedy II of 
Massachusetts, sponsor of National Children's Day. They 
also met with members of the U.S. House of 
Representatives from their home districts and presented 
them with copies of the SMART Platform. One delegate, 
Sean Donahue, even grabbed national attention when he 
was called on by Vice President Gore to ask a question dur- 
ing a presidential press briefing 

The delegation included SMART captains Justin Haynes, 
10, of Carrollton, Texas, J Bnan Hernandez Keegan, 
13, of Palo Alto, Califorma. and Kristin Faye Stolpe. |, of 
Mountain Top, Pennsylvania Rounding out group were 
Donahue, 13, of Southborough, Massachusetts, and Karina 
Meckel, 11, of New York City, both members of the Mario 
Peer Advisory Panel that selected the SMART members. 

In conjunction with the selection of the team, BKG 
Youth and Niniendo sent thousands of surveys to kids 
across America to find out what kids think about a variety 
of issues. Among the diverse group surveyed, education is 
clearly a prionty. Fully 98 percent expect to graduate from 
tugh school, and 94 percent plan to go to college. The prob- 
lems that concerned them most were drugs, AIDS and 
homelessness. Sixty-cight percent worrted about their safe- 
ty away from home, and more than 32 perceni worried that 
their farmles would someday be homeless, To combat drug j 
problems, respondents felt that educating kids about drugs 
would be more effective than arresting them. 

Although they have concerns about their futures, judging 
from the complete SMART Platform, we can plainly sec 
that kids feel like they, along with their parents, teachers 
and the government, can make a difference. One positive 
picce of proof is that the Brady Bill, which the SMART 
Platform supported, has already passed. 


The following people contributed to the 
SMART Platform: 


Super Mano All Star Team Captams Justin Haynes, Jesse Bran Hernandez 
Keegan, Kristin Faye Stolpe Team Members Chnistna Katherine “Katie” 
Beron, Rachel Jones, Chris Sumner, Tommy Van Cleave, Jame Lynn Villelle, 
Whitney Blaise Vowell Pinch Hitters Desirae Angelo, Ben Baker, Mary 
Bebemeyer, Amber Bieg, Ebon Brown, Anne Carpenter, Kirsten Chevelter, 
Use Anne Etless, Gerry Finnerty, Shauntel Gadsen, Cerio Gambino, Gina 
Garcre, Dscar Gercia, Dustin Gardner, Seen Harper, Brendon Holtand, 
Heather Hogen, Gine Jager Chris Jewell, Amanda Kerth, Lyndsey Lane, 
Ehzabeth Littnan, Wesley Lu, Leia McCullough, Timothy Mister, Rhonda 
Neff, Metssa Neu, Nathen Neugebauer, Aaron Norton, Christopher Drr, 
Angie Ponciolt, Kevin Paulin, Jack Quillin, Jeffrey Reyes, Derek Rumpler, 
Andrew Schoff, Tremeyne Scott, Malissa Shields, Scott Shillingburg 

doshue Stack, Adam Stembaugh, Rodler St. Lours, Kelh Strawbridge, Bnan 
Templeton, Juben Teudaau, Terra Tilker, David Urbanik, Frank Everett White 
Nt, Erin Yaden, Daniel Vernon 


Justin Haynes meets with Rep Richard Armey, who rep 
distinct. 
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SS 
SPIDER 
ano Tat SJQNER © 
Int web-slinging challenge previously released IW ARCADES REECE & 
for the Super NES, the amazing Spider-Man pnd ae 
the uncanny X-Men‘ team up to bring you an 
unforgettable adventure adaptation forthe Game 
Only you éan_heip outmarvélous Miirvel 
free themselves from Arcade's writchéd 
‘b of wor 


ih perm 
‘nlertainment croup fre Al nights reserve 


. 4 - 
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PROLOGCGE 


Have you ever wondered how all those comic book super 
heroes became so unique’ Photographer Peter Parker 
was as Ordinary as you or I, until an accidental bite from 
a radioactive spider resulted in some startling changes 
Peter was suddenly able to shoot Webs, hift heavy 
Objects—he could even scale walls! All of these amazing 
altnibutes have made Spider-Man the crime-fighting 


hero he ts today, and it's lucky for the X-Men that he’s on [ 


the way to save their day! 


Some gaps are too wide for Spider-Man 

to jump across: These are instances in 

which those special spider abilities 
become especially uscft. 


Press Up and Bon the Conte! Once it's attached to the tedga 
Pad to shoot out s sticky Web. above, you can swing across. 


it seems there’s no way to get over the 
top-ef a ledge from below, but it isn't 
impossible, A little quick maneuvering with 


Scais up the wall from heiow White holding A, press Left, 
as far 93 you can. then Right w jump up end over 


AKCADE 


The first section was merely a welcoming warm-up. 
Once Spider-Man has made his way through the evil 
Eyes outside, the ulti- 
mate challenge be- 
gins as you guide each 
of our heroes through 
the inside of Arcade’s 
not-so-Fun House of 
Horrors. 


ARCADE’S 
REVENGE 


In order to rescue the X-Men, Spidey 
{has to first break into Arcade’s hangout. 
y Touch the 20 
Security Eyes in 
the order shown 
on the map to 
deactivate the 
deadly alarm 
system The X-Men 
are counting on you! 
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SPIDER-MAN: STAGE 


The Spider-Man Stage takes place onthe roof become proficient at using your sticky Web, 
of Arcade’s hangout, and it’s a particularly and always watch your step—that last one is a 
precarious shingle-stepping scene Be sureto real doosie! 


They say cats have nine lives, but 
Spider-Man only starts out with three. 
Collect as many of his little spider broth- 
ers and sisters as possible, as they will give 
you an extra life. 


+ WOLVERINE STAGE 


There’s no time for fun and games here As super-human strength to carve a path to 
one of the extraordinary X-Men, Wolverine freedom through this maze of madness in 
can rely on his mighty steel claws and Arcade’s toy box of terror. 


() WALL MAUL 


For most, this would appear to be a 

dead end. However, Wolverine isn’t 
likely to let a little wall stand in his way, 
especially with those can opener claws! 


- Se 
SLPS ALLL LELOT REL STL 


: cen 
LATA LE LATEEMELL LS LEE 
aw ei 


Soas5____ 
AL LIEA MME EE 
Step right up and wee ae 
size up tha wait ft 
won't be standing 
for tangt 


SALE ELL LS ATEELMETP ELLE L EE ELLE LEEDS DEEL 
es ee a es TT 5 


= i 
VLCC EE EL ELE LE LS. 
Pa oP 


Pa OPE 
PL CPP OY OL eee LL) 
3 YJ i eee See 


ELIA EECTPTIU STOLE © 
Press Up and 6 an the 
Control Pad to pertorm the 
eZee eee wonderful Wolvenne Wall 
xe ee Maul, 
= A 
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ARCADE’S 
REVENGE 


A N’ASTIRH 


Sty cle«r of these heavy-dut: Aha! We finally have the distinct displeasure of meeting the one 
hail sto phere e ced responsible for the “N’Astirh” conditions in this stage—tt’s one of 
balls! You'll need to conserve as Arcade’s number-one no-good goons, 
much energy as you can for later, EAST himself. 


ee 


Stand underneath the Boss on the bottom platform and dump snd shoot while he is stending 
walk to the night to catch his undivided attention. ‘on the middle platform, then repeat. 


‘oom? = 
<7 Byes 
SLELE REEL EERE LL - ay 


[ & = JUGGERNAUT 


r Juggernaut ts yumping for joy at the idea of 
Keep an eye out for peculiar . annihilating Wolverine, but if you stay cool | 

looking blocks on the floor. They  Walvenne dogs « dance of and level-headed, all this hopping around 

could mean a nasty surprise! dhomay 03 he steps on 0 bad binck, could work to your advantage. Be patient, 


and he'll be Juggernaut, not! 


dab Juggernaut os 


AOL EEN LE Ly TEE LOTTE EE EA AEE LEAT ELIE EELS, EMEE EEE 
es me aa ES PEEL lal CAE ba Eh 
y 


B 
> ae 
COPPELL TEE PA 


LLATILLSS LENDS TESTA TELE L EE 
te nn 


As soon as he 
makes a ierge ieap, 
fun underneath end 
jab him fram the 

opposite side. 


GAMBIT: STAGE a, 
RESL WN 
, * < RE 
As a bona fide, card-carrying member of the X- 
Men team, Gambilis one smooth operator He 
carries a dangerous deck of Cards and can send 
oul a shuffling shot ina second i! anyone tries 
any double-dealing 


ane 
Lese 
PATIO! 
TURE 


Even Gambit can run out of Cards if he isn’t careful, 3 Ze a 
‘After throwing a Card, it will float up in the air. To reuse 
it, you have to citch the card before it floats away. Also. 


1 1 Toss a Cand o eradicate the 
collect Stars and Diamonds for extra liv 


Stars are worth 50 points and Dia- 
‘encroaching anemy. 


monds are worth 500 points, 


crcLors 


REAL _ MANE 
SCOTT SUNNEMS 


OCCUPATION— 
ADVENTURER 


The Sentinel Robot awaits Cyclops at the end of this 

spooky subterranean cell, but our super hero’s special 

_ i.) shots should make scraps of the Sentinel if he can make 
e et his way through the maze. 


grour— 
X-MEN 


HK \. 


SENTINEL ROBOT 


A super-charged Cyclops should be able to send 
this seven-foot Sentinel skulking away in shame 


82 


These Mine Carts.make the trip quicker, butthe ride 
is surely notasafe one. Arcade has riddled the tra 
with all sorts of dangerous devices and outrageous 
abstucles te- derail you, 


“fae i 
1 
1 


+. 
re 


You neves know vehat is going te 
‘croes your poth. Fire downward con: 
tinuously just to be safe. 


Abs~a Bamb! Multipia shots walt 
take care of it before it has a chance 
‘Ww jam vp your works, 


NINTENDO POWER 


with a little practice and a lot of perseverance This 
hunk of steel isn't too difficult to beat overall, but 
he sure takes a long time to terminate. Be patient! 


dump aver the Sentinel s shots 
then counter with 6 big biasi of 


Aum high and shoot while he 1s 
hoverng Dont giva up—hes tera 
your own cioust 


ur time breaking these Bricks; Toss one Card ata _ 
time until there's a big enough hole for you te jo through. 
If extra Cards get through, you may fun eut iater. 


“ 
KING OF CLUBS 


Gambit needs to be the ace of grace when dealing 
with this menacing master of malevolence. Stay out of 
the King’s way by moving quickly from platform to 
platform Destroy the enemies he throws and be sure 
\ to get your Card back as soon as it's thrown 


Ws a gamble woth his Ife but 


Take care of tha King of Clubs 
Gambit 1s always up for a game! 


cronies as quickly as you can 


4EML HARE 
oRoRO HUNGOF 


STORM STAGE a 


SS i Arcade has taken the wind out of Storm’s RoUENTUAED 
== sails by dropping her into a water tank, To snour— 


make il through the maze, she has tolet the bgt 
water in from the hatches and float to the 
top 


This guarding Glass Sphere isn’t an ordi- 
ei nary friendly fishing float. You must de- 
ly he ai ene stroy this dastardly device or be an addi- 
ie ae ov . =) arene ton to Arcade’s aquarium forever! 
on the Aj ubblcs 


> fib up your air 
a i 
= 


Each of the uncanny X-Men 
are immobile during the 
final confrontation with 
Arcade. 


Follow tha sphere and shoo! tas sl moves up and down on 
the nght side. You must destroy 1 before you run oul of air 
There are no Gill ups in thes ron 


Hts you against Arcade but wha meker 
it out alive? 
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Toss the entire Simpsons cast into 
the age-old tale of Jack and the 


Beanstalk and you've got Acclaim's newest \ 7 
game. Homer managed to bungle things 
again after he discovered that Bart's magic ay 
beans were not candy He spit them out and a wy) 
mysterious beanstalk began to grow. 

Math Groen, 


M & © 1993 Twenbeth Ganlury Fox Film Corp. 
1993 Acclaim 


The Bartman has his work cut out for 
him in this tall tale of giants, bean- 
stalks and fabled golden cggs. The 
game is disappointing because you 
siart with a limited number of lives— 
three to be exact, and NO CON 
TEINUES These parameters turn an 
otherwise enjoyable action game into 
an “avoidance game.” You'll be so 
worried aboul falling from a vine or 
taking a hit that your enjoyment level 
will be severely diminished, 
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VINE WEEVILS 


Mindlessly moving left to right, the 
Weevils can be blasted to smither- 
eens with two 
hits from 
Bart’s — sling- 
shot. Don't 
move in too 
close to them. 


Usually armed right for Bart's head, 
the Missiles will turn around and 
go for a 
second attack 
if Bart doesn’t 
get out of the 
way fast 
enough 


The Tames 


Fire usually hurts 
from the Candles certainly fall into 


the “hire? 
category All 
castle intrud- 
ers should 
learn to avoid 
the flames, 


» 
= Bi: 
FINGER OF DOOM 


If Homer the Huge manages to see 
Bart roaming about in his castle, 
he'll try toput 
the squeeze 
on him. Don't 
gel caught 
under his 
gient thumb! 


If the game were more lenient with the amount of lives and Continues it 
offered, dealing with all of these enemies and obstacles would be OK 
However, it’s a grant-sized challenge for the four-foot-tall Bart. Inttially, 
he’s only outfitted with the slingshot that he got as a bonus in the “cow for 
magic bean” trade with Monty the Mtser Bart will pick up other weapons 
like firecrackers and paper airplanes along the way, but the slingshot will 
have to be reed upon heavily for protection. 


MAD HORNETS 


Moving about in an oval-shaped 
flight pattern, the buzzing Hornets 
also take two 
hits from the 
slingshot to 
send them 
packing Don’t 
gel stung! 


WIND BLAS 


From portholes in the castle, small 
blasts of wind (probably resulting 
from Homer 
shoring) are 
enough to 
push Bart off 
of the small 
platforms. 


MONSTER MICE 


Even though there are traps all 
around, the mice still manage to 
roam free in 


the casle 
Blast them 
with your 


slingshot untl 
they croak 


PRICKLY VINES 


These are like the vines Bart has 
scen before, but there are groups of 
spikes cling- 
ing to certain 
sections of 
them Jump 
off the vine! 


: BART & 
THE BEANSTALK 


PRICKLY PODS 


A rule of thumb don’t touch any 
thing that looks like spikes Thes 
pods are good 
examples of 
that rule. Go 
under and 
around instead 
of jumping. 


The steady crackle of Lightning is 
what Bart will hear in the upper re- 
gions of the 
clouds = Watt 
patiently for 
an opening be- 
fore proceed- 
ing onward. 


Strangely resembling bubbles, the 
Crackers in Homer the Huge’s 
soup bowl are 
the only way 
for young 
Bart to cross 
the steaming 
sea of soup. 


oS 


MAD BIRDS 


As Homer the Huge chases Bart 
down the beanstalk, numerous birds 
will become 
Irate because 
their nests are 
being disrupt- 
ed. Just avoid 


An important thing to know is that if you collect 
3 Magic Coins during a single jump, Bart will 
regain some lost energy. If he manages to snag 4 
during a sump, he'll be temporarily invincible. 
Scout out groups of Magic Coins. 


Bart can jump from 
vine to vine. This is 
especially helpful when 
trying to avoid Prickly 
Pods and other enemies 
on the beanstalk. 


acs 
PRS 


In the upper left corner of the 
beanstalk area, Bart can finda 
slingshot Power-Up. It will 
automatically equip Bart's 
slingshot with 5 rounds of 
Double Strength ammo. 


Antzilla crosses side to side at the 
ledge level and then moves up and down 
on the sides. It follows a repetitive pattern. 
Blast it as it is moving upward and as it is 
, about to cross under you. Jump, Bart! 


cloud, some of which will disappear when stepped on 
There are some solid platforms, too. Bart will be able to 


take his time as he moves through this area, but just 
watch out for the Missiles! 


It’s not the street of dreams It’s not even close—more 
like the street of mghtmares! The road from the top of 
the beanstalk to the giant's castle isn't paved with gold. 
It’s not even paved at all! Bart has toyump from cloud to 


About every two to three seconds, a bolt of lightning streaks down onto 
certain clouds. It takes precise timing to safely avoid the blasts Once you 
make your move, don’t hesitate, or all will be lost 


If Bart happens to be on a ledge near 
a hole in the castle walt when a blast 
of air comes out of it, he may be 
pushed off of the ledge that he’s 
standing on. Jump up quickly! 


The cloud moves in the same way that Antzilla did, but 
it will also move across the top of the screen and strike 
with a series of deadly hghtning bolts. 


( 
) BART ENTERS THE CASTLE 


Fee, fi, fo, tum. What does that mean? Oh, who really your way in! There are a lot of obstacles and traps 
cares! It's just a monosyllabic phrase that giants pride o watch out for in the first part of the Castle stage. 
themselves on bellowing An adventurous beanstalk wing needles, thumb tacks and gigantic mice are 
climber will know how to get into the castle... talk just a few of the hazards that Bart will face 


The candle wicks will ignite 
irom time to time Bart should 
watch his head so he doesn't 
end up getting burned, 


has ever seen! Hell nave to jump across 
the crackers that are floating in the 
Watch for the falling crackers s 


Homer the Huge sleeps lightly and it’s been rumored down” on whether or not to spare the lad from a dose of 
that one of his eyes is always open Andifheseesacer- pain Caught in the hght, a huge thumb will come 
tain young whippersnapper trying to make off with his — crashing down upon Bart's head tf he’s slow to move or 
most prized treasures, he'll have to vote “thumbs if he gets trapped by obstacles and enemies 


LOVE THE DARK MAKE ALIS 


Staying out of Homer the Huge’s sight is crucial to Bart needs to pick up the Bag of Gold, the Harp, and the 
Bart’s survival in the Dungeon section of the Castle. Goose that lays the golden eggs Your castle quest won't 
You can use your firecrackers to clear the way of ene- be complete without all three. They are the reason why 
mies, Just don’t let Homer see you! you climbed up that silly vine in the first place! 


THE CHASE 
With Homer the Huge on his tail, Bart needs DOWN BEANSTAL 


to beat a hasty retreat back through the Street 
of Clouds There’s no time to waste. Don’t Grab a big leaf and parachute down—don’t climb. Keep 
worry about taking a hit or two. in mind that you should avoid enemies and obstacles, espe- 

cially the birds. However, also keep in mind that Homer the 
Huge still wants to grind your bones to make his bread, 


™ 


Wes Mineo 


TETRADS IN TIME 


a Be WSF ae TOO YR SOE UL ERE suirw ws —— —~———— 
When part-time adventurer Mike Janes clobbered the alien leader 
Zada in arbit over the South Seas, he thaught that his hero days were 
| over. But, in fact, they’ve only just begun. Mike’s uncle, Dr. J, found a 
| puzzle an the side af the escape pod that carried seven space chil- 
dren. The salutian ta the puzzle will send Mike tumbling through 
time in search af seven magic Tetrads. This StarTropics sequel is a 
fy | must for NES actian and adventure fans. 
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MMULTI-LEVEL MAZES 

Many of the passuges in Zoda’s Revenge. StarTropics I 
are several floors deep. This change from the original 
es single level mazes adds new dimension Now, 
Aike can fall through hidden holes and climb to new 


HAN ANGLE ON THE ACTION 

Mike has more mobility than he had in the orginal 
StarTropics adventure. Now, he can run, jump and 
throw weapons diagonally. 


BJUMP 

When Mike hops into the 
action-packed under- 
ground mazes, he really 
jumps. He can feap in 
eight directions and 
change angles in the air 


BATTACK 

There are several kinds 
of powerful weapons in 
the underground pas- 
sages. Mike must use 
them to ward off evil 
maze dwellers 


hel 


USE ITEMS 
Mike uses some special 
items, such as Hearts and 
Small Stars, as soon as he 
collects them. Others can 
be used al any ime. 


HAIR ATTACK 


Mike can jump and toss 
weapons while he’s in 
the air This technique 
will serve him well in 
dungeons that have high- 
flying enemies 


When the going g 
tough, Mike can use Sp: 
clal {tems for a boost im 
health or extra lives Some 
Special [tems immediate- 
ly add to Mike's Heart 
Meter or lives in reserve. 
Others can be stored until 
they're needed, 


SMALL STAR 


uke Small Heerts, Smel! Stars are 
left behind by some defeated 
enemies If you accumulate five 
Stars youll earn a Heart 


When enemies go down 19 defeat 
They sametimes leave Smell Hearts 
behind Collec! these items to restore 
‘one section of your Heart Meter 


MEDICINE 


_ 


) 
yd 


Medicina can be used at eny time in 
the maze where it 1s faund Use it to 
restore five seclions of your Heart 

Mater 


Pairs of Small Hearts wre yours fer 
the taking in some passages When 
you grab them twe sections of your 
Heart Meter will be restored. 


TRY YOUR LUCK SIGN 


EP 


Try Your Luck Signs are n bit of a 
gemble. By grabbing them you cen 
ither edd to or subtrect from your 
lives In reserve 


CHAPTER 1: | PRESENT-DAY SEATTLE | 


Sl entender 


Dr. J has been working on a 
strange cipher that he found 
inscribed on the space chil- 
dren’s escape pod. As the story 
begins, Mike has a clue that ° 
will unlock the mystery of the | 
cipher and send him tumbling 
through time 


_CHAPTER 2: CAVE DWELLERS 


Mike’s first stop in time 1s the prehistoric era of the cave dwellers. As fj 
you guide our hero to a cave in the north, you’ll fall through the snow | 
and ice into a series of underground passages. The passages are home to 
Bears and Wild Boars. Grab some Rocks and fight your way out, then 
continue your journey to the cave. The people in the cave need your help | 
with an untamed creature who has been causing a big stir. 


Mat? ory 


THE LAND OF 
CAVE DWELLERS 


The man-eating monster Yum-Yum has been ktdnapping the 
inhabitants of this small cave community. It’s up to you to stop 
Yum-Yum before he causes too much trouble. Look for a clue 
on the cave wall that will help you make your way through Yum- 
Yum’s maze. 


Caveman Tink has mastered the art of toolmaking If you tell 
him that you are on your way to Yum-Yum’s maze, he'll give 
you an Axe that will help you take on the 


|| CAVE COMMUNITY 
| ICE FIELD! 
| 


EARLY EXIT '— 


Deep in Yum-Yum’s 
Cave are symbols that 
telate toCaveman Pika- 
zo’s drawing Use the 
order of the symbols to 
find Yum-Yum. 

EARLY EXIr YUM-YUM 


1 
_ YUM-YUM 
The villatn of the cave 1s a big creature with a monster- 
sized appettte As you enter hts chamber, he will be feast- 
ing on Wild Boar Interrupt his meal with an Axe attack. 
Then, when Yum-Yum starts to fight back, jump over his 
three-rock blasts and counter with more Axe power 


CHAPTER 3: ANCIENT EGYPT 


The demise of Yum-Yum has lead to the discovery of 
one of the seven mystic Tetrads It is now clear that 
Mike is traveling through time to collect all of the 
Tetrads and bring them to the space children. Mike's 
new location is Ancient Egypt, where the Queen of the 
Nile, Cleopatra, is waiting on her barge 

for an important delivery. If you can 

help Mike retrieve the item that Cleo- 

patra craves, she will take you to the 

next Tetrad. 


Cleopatra has been waiting for a = J The Tetrad is inside The Great Pyramid. In order to 
Pizza from Ancient Italy. If you enter the Pyramid, you must seek out the magic of a 
can track down this prize, she'll Monkey that lives in a grassy maze to the north. 
return the favor with passage to 

the other side of the Nile. Make 

sure to trade for a Dagger io the 

hidden shop near the barge, then 

take a shortcut through the nest of 

a Giant Scorpion and find the 

pizza before it gets cold. 


ANCIENT EGYPT 


MONKEY'S MAZE CLFOPATRAS BARGE 


{TOOL TRADE 


The shopkeeper on the east- 
ern end of a hidden tuonel is 
willing to trade Tink’s Axe 
for a sharp Dagger. Make the 
trade and move on 
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@ FRY THE FORCE FIELD monster mask 


The Monkey in the maze will reward you witha 
power called the Psychic Shock Wave. You'll be | 
able to use this weapon to destroy the force field | 
at the entrance of the Pyramid. 


a a 


The Flute of the Great 
Pyramid has one very 
special purpose. Use it 
in the room with a 
\ sake tile design to 
| Mm callon a Lr10 of pas- 
sage-opening 


TRY YOUR LUCK SIGN 


@ FLUTE TOOT 


After you receive the Flute and return to the 9 


(2) TRIPLE THREAT ©" with tiles ina snake-shaped design, play the 


Sites Vivien iiwica ell instrument to call on three Cobras, then beat the 
. z Cobras to open up a secret passage, 
flames await you im this dan- be atl MAL ied 


gerous room. Move slowly and = 
MONSTER MASK 


methodically to avoid being 

singed by the flames. If you fall 
The Mask of the great pharaoh has taken 
ona life of is own Jump over the Mask’s 


through a hidden hole, make 

note of 1ls location, then avoid 

it when you return, spread shots and fire whenever you have 

ae = a clear shot. Clear out of the way as the 
* Mask rotates and shoots out its deadly 

beam 


The plot thickens as Mike warps to | 
19th-Century London and meets up 
with famous detective Sherlock 
Holmes, {i seems that a villain named 
Zoda-X has been staking out the mu- 
seum and has his eye on a piece that 
resembles one of the Mystic Tetrads. 
Sherlock suggests that Mike meet him 
al the museum lo make sure that the 
villain 18 caught red-handed. 


coh 


After you fight Zoda’s Brain 
in the museum unde: 
ground, you'll chase the v 
la Core he This powerful ttem fhes 
. = through the air and 
causes great damege to 
enemies on the receiv 

ing end. Save it for the 
big battle al the end of 
this stage 


MEDICINE 


| TRY YOUR 
LUCK SIGN 
SPIKE DISC 


@ FALL AND FIGHT 
There are several hidden holes 
deep in the second section of the 


y) ) Museum underground. Use 
4 clk them to fall into unexplored sec- 


/iZ tions of the maze, then fight off MEDICINE 
~ >the enemies. ZDDA-X, 


This clone of the original Zoda is one jj 
of three copies of the creep thal are 
after the Tetrads You'll meet him inf 
| a room with conveyors that puil in 


several different directions. 
continuously to keep from sliding 
| into Zoda-X’s shots, then fire when J 
you're close 
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From 19th-Century London, Mike 


travels to San Francisco, circa 1849, ss ‘4 Bs 
The precious stone that Mike 1s after Pe 
was spotted im a now covered-up | Bos 
mine Mike must carefully listen to | ee 
clues and figure out how to open the wid ot 
entrance to the mune, The solution - = 


tnvolves Dynamite and & CUFIOUS 4 Tetrad 1 hidden deep within a closed mine in the 
Gold Rush setting of San Franeiso in 1849 


Cactus. 


The great artist and scientist, Leonardo da Vinci, plays 
host to Mike in Chapter 6. Leonardo has come into 
contact with the second of three Zoda clones. Zoda-Y 
blasted Leonardo with a plaster-like substance, turning 
the Renaissance Man into a Statue, It's up to Mike save 
Leo from his solidified state. 


A hammer and chisel are needed 
to break Leonardo out of bis 
plaster cocova. 


{ 
Once the fast Tetrad is in Mike’s possession, a final 
battle will take place with the alien forces that have 


been shadowing our hero. It’s up to you to see that | 
Mike 1s victorious. 


THE ADVENTURE CONTINUES 


‘k forces loom in Chapter 7. 
taken abruptly from 

ssance Italy to Transylva- 

nia where ghosts, zombies, 
monsters and an evil clone pre- 
vatl. This action-packed epi- | 
sode in Mike’s trip through 
time will prove to be one of his 
most challenging adventures. | 
Help him find his way through 
a maze-like mansion, then 
confront the clone. = 


This last journey into the past will 
answer a lot of questions for our 
young adventurer. King Arthur 
seeks Mike’s help in slaying a ter- 
tible beast that lurks in a mysterious 


WATCH FOR 
DETAILS ON 
ADVANCED 


NEXT ISSUE! 


Please answer the following questions on the postcard provided balow, then enter our Player's Pol} Contest by sending it Int 
A Which Nintendo Systems do you own? C Did you receive ¢ Nintendo System mentioned in 
3 1 NES only question A for the holidays? 
7 2 Game Boy oniy + Yes 
3 Super NES ee 2 No 
4 NES and Game Boy 
5 NES and Super NES D, How oid ere you? 
7 6 Super NES and Game Boy 1 Under 6 312-14 5 18-24 
7 Lown all three systems 26-11 415-47 6 25 or older 
@ What other systems do you own? (Circte all thet apply) & Sex 
| 1 Sega Genesis 5 TurboGrafx-16 1 Male 
2 Sega Master System 6 Atan Lynx 2 Female 
3 Sega CD 7 Atan Jaguar 
( 4 Sega Game Gear 8 300 
F Plasse irxticate, in order of preference, your five tavorite Super NES games. 
G. Please indicate, in order of preterence, your five fevorite Game Boy games, 
H. Plasee indicate, in order of praterence, your five favorite NES gemes 
L Trivia Test It Bugs Gunny can sat tive bunches of cerrots ¢ minute, and there are seven in e bunch, 
bow many carrots can Bugs eet In halt an hour? 
: Answers to the Player's Poll - Volume 57 
q Name = Tel = — 
Address —— = —_=3 
‘ , Oty __State/Prov _ _ Zip/Postal —. 
: Membership Number ——_ Age — ——— 


Please answer by circiing the numbers that correspond to the survey questions above. 


A. B. 
: Ae Cumcomamee) 6 7 1 2 3) @ 5 “6 37s 
c D. E. 
q i 2 2 3 45a 12 
: F. Indicate numbers from 1- 110 (from the list on the back of the card) 1 2. a 
G. Indicate numbers 111-170 (from the ‘ist on the back of the card} 1 2.3) 
( q H. Indicate numbers 171-221 (from the list on the back of the card} tee 4_ ‘So 


; | Tova Answer *: 


Did you know that you can get So what are you waiting for? 
back issues of Nintendo Power? Fill it out. Detach It. Mail it. Here's 
Or special Tip Books designed to _‘ the address: 


make you a Power Animal? Well, Nintendo Power Magazine, 
you can! Just fill out the other P.O. Box 97032 


side of this card. Redmond, WA 98073-9732 


‘Super NES Games 
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> An NBA JAM’ Arcade Game! 
DA Huffy Sports Cyclone Portable 
Basketball System! 
@ An Apex One NBA Team Jacket 
for the team of your choice! 
© An NBA JAM’ Game Pak 
for your Super 
NES, from 


<AGGGEERRREEREREE 


NBA Jam @ 1993 Midway is a trademark of 

Manulacturing Company ‘The NBA and NBA wy trade- 
marks used herel F license irom NBA 

ts lies, Inc All rights reserved eA Jat oo 

marked and owned by NBA Properties, 
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While the top of the charts haven't changed araund much this manth, the rest af the Tap 20 is a free- 
forall. The biggest shawing has to be Jurassic Park, hitting the Top 10 on all three systems. Nat bad 
for a few hungry dinosaurs. Tetris 2 debuts on the NES chart with a high scare as welll 


epee) MORTAL KOMBAT 6 25%) JURASSIC PARK 


(3 ee ae 5 7 rcivas | SUPER MARIO KART 
IF i Mortal Kombat 1s in the | 8 N85) SECRET OF MANA 
number one position all . 
a US three marke oe) J MARIO PAINT 


a) STE FIGHTER TI TURBO 10 O 24% | FINAL FANTASY IT 


cits | STREET FIGHTER I: nevnuo wenn 


iz a The moves of the original (11 


io Street Fighter Il join up (12% R752) ) NHLPA HOCKEY 93 


with the bosses to make an 


PA att-sround clas (13 28%) SUPER MARIO WORLD 


i LES OF TLDA: ns, 14% wom 


Strong player votes will (1 POINTS J F-ZERO 
keep Link hangmg around at 
the top of the list for months Gl) 16 2 D SINS. NCAA BASKETBALL 


9909 py all of the classic 8341 Hall of Fame with his 


POINTS: 2 on the POINTS adventure. Check out the 20 ee SUPER EMPIRE STRIKES BACK 


power of the FX Chip. 
RA — — —_— ——/ 


i (17 2a) ALIEN? 

SUPER MARIO Sites ( — |STAR FOX — (48 sei) DISNEY'S ALADDIN 
| pee ee ee Fox 1s flying 1oto the (4g 275) THE LOST VIKINGS 
| 
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Link’s original epic quest [ 
ts back on top again this 
month. The demand for 


THE LEGEND OF ZELDA 


SUPER MARIO BROS, 3 


| this game is twice as 
| popular as before, now {qa 
that tt can be played on the 
Super NES as well. 


15 ae 4317. | ae 
16 ons 
17 ais, 


(18 rents ) 


Tetris players are busting 
down the doors to get at 
this game Grab it while 


7) KIRBY'S METRE f 


had 1s a hot property 
on both the Game Boy |= 
and NES systems, He's |4 
27 not just full of hot art 


| As the dust clears alter 

5Q| the real Super Bowl, 
Ts| YOu can play it again 

_ with this game, — 


———" 
THE LEGEND Of TD a 6 5) SUPER MARLAND 
AWAKENING 
j 6 Link’s newest adventure has C= AOS ) METROID I: RETURN OF SAMUS 
pa - more, You've ee teepiay COLES) JURASSIC PARK 
TO Monts =—« oe (9 ai FINAL FANTASY ADVENTURE 
10 % PONS, i) DR. MARIO 
pe po elertoneot “1 298) FINAL FANTASY LEGEND I 
pe a [ 12 ES) ) FINAL FANTASY LEGEND 
(17 MONTHS) -- 3 Efars | FINAL FANTASY LEGEND IZ 
12,972 MORTAL KOMBAT 4 25) FACEBALL 2000 
POINTS Now you can take the fight- = B rns YOSHI’ $ COOKIE 
| where you go with your C1@ et) KIRBY'S PINBALL LAND 
3 MONTHS =e Game Boy. (7 26 F- 1 RACE 
KIRBY'S DREAM LAND eae (18 ene | MEGA MAN TI 
This bag of wind will It may be a classic, but 19 Ex) YOSHI 
blow over the enemies this game still keeps 
PINs eat tI le votes tins) A) THE REN & STIMPY SHOW 


6 Gixts | FINAL FANTASY 
7 ts) METROID 
JURASSIC PARK 


) eSruts | BATTLETOADS 
11 Sieis | DR. MARIO 
2 eens | MEGA MAN WZ 
vs) DRAGON WARRIOR IW 


TETRIS 

BLADES OF STEEL 
DISNEY’S DARKWING DUCK 
ZELDA ED: toe aovenrure oF uni 
MONOPOLY 
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PLAYING 


LOOK FOR THESE RELEASES SOON 


CHOPLIFTER 0 


Company . 

Suggested Retail Price 

Release Date . 

Memory Size A Megabits 
Game Type. Side-: -seraliing helleopter combat ond rescue 
Take to the air with Choplifter I] in this month’s Power 


w. You'll] see how Extreme pul together a helicopter 
fire fight in the arcade mold. 


Good control of your chopper and constant shooting ection You 
get a real sense of combet, similar to Oesert Strike The password lets 
you start where you left off Very engeging 


EI The missions aren't very complex and don’t require much thought. 
Some enemies blast you when they're not even visible 


ELIEF PITCH 


Company . . . Lett Fleid 
Suggested Retail Price Not Avalloble 
Release Date .. - . Jonuary 1994 
Memory Size . 16 Megobits 
Game Type Arcade baseball for two players 


Out of the bullpen and into the Super NES spotlight comes 
Relief Pitcher. Does it measure up to its arcade cousin? 
Read this month’s Sports Scene review for the box score 


Good pitching control including super pitches The sceneric-besed 
game play of the Retief Pitcher mode is great for quick games while 
the Starting Pitcher mode givas you the chance to go the distance 


The poor fielding perspectve--lew and looking out from the plate-- 
makes controlling defensive players difficult and frustrating 
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YOUNG MERLIN 


Company Virgin Gomes 
Suggested Retoll Not Avalloble 
Releose Dote .. Februory 1994 
Memory Size 16 Megobits 
Game Type. | Overhead adventure tor one player 


Young Merlin aren an enchanted land that 1s threat 
ened by the Shadow King. This month, Power takes you 
inlo the heart of this magical adventure. 


A fescinating hint system using symbols and Ze!da-like adventure 
and puzzle-solving Excellent sound end interesting items and 
weepons 


9 The grephics are rather small and not overly detailed Play controi 
took some getting used to since enemies can attack on the diagonal 
asin Arcus Odyssay The play isn't very deep 


CHAMPIONSHIP POOL 


Company ae Mindscape 
Suggested Retoil Price zi = $64.95 
Release Date ... .November 1993. 
Memory Size « 

Game Type. Pool for up to eight players 


Pool any way you like 1t is whal you get with Mindseape’s 
Championship Pool. Sports Scene chalks up for a quick 
game this month. 


There are twelve games to choose from, including most of the 
populer pool games. Nice graphics with some cool viewpoints 
(atthough not all the vewpoints are conducive to play) 


e 

Some of the pley controls are 

non-intuitive You'll have to prac- 

tice with this game before it feels 
natural 


RANMA MARIO’S TIME MACHINE 


Company ........ ... =sahanaaanebamiaeiienbaelepats .DTIMC 
Suggested Retaii Price. Pi $6499 
Release Date .. - December 1993 
Memory Size... . . 12 Megabits. 
Game Type. .. . loumament Fighting for two players 


It may look hike just another fightng game, but Ranma 1/2 
has more of a comic appeal than most games of this type. 
The characters come from a Japanese comic book about a 
family whose dad teaches martial arts. The kids become 
masters and thrash would-be bullies, In this tournament 
game, you can choose any of ten characters, meluding a 
panda Since you can play a Team mode with up to five 
players on a team, this really becomes a brawl. 


Nice graphics end some unique characters (especially the pan- 
da} Fans of the comics should enjoy the game The team mode gives 
ita different dimension 


& Tho game play is in the Street Fighter I mold. Nothing new 


Company... .+ » Data Eost 
Suggested Retoli Price. Nat Avaiiobie 
Reicase Dote . December 1993 
Memory Size. . &Megobis 
Game Type... .. Pool tor one or two players 


Side Pocket takes a different tack when it comes to pool. 
Compare this trick-shooting, traveling pool tour to the 
competition in this month's Sports Scene. 


Ei Control is easy and precise The trick shooting option Is 
challenging 


El Fewer pool games are included than in Championship Pool. 


BARBIE SUPER MODEL 


Company wen. Hi-Tech Expressions 
Suggested Retoii Price. we eee 859-95 
Release Date... os reer eee ‘ebruary 1994 
Memory Size. « .. 8 Megabits 
Game Type, ‘High fashion doii simuiation 


Do you have the look? If you've ever dreamed about being 
a high fashion model and what red-blooded American 
game player hasn't? --here’s your chance to see if you 
have what it takes. Identufy different shades of eyeliner. 
Learn to walk on a runway in a fashion show. Drive a hot 
car at school zone speeds. Look into @ murror, Yes, you too 
can hive the enchanted life of Barbie. 


GF Berbie fans will love the inter- 
ective nature of this super drass 
up game 


Eh The typical player probably 
won't find anything of interest 
Expect e sort of Sim Model expe- 
nance 


Company . . .-Mindscape 
Suggested Retail Price .... .Not Availabie 
Release Date . Jonuary 1994 
Memoty Size. ........ .8 Megabits 
Game Type .. dutoinment 


Mindscape’s second edutainment product featuring 
Nintendo's Maro character sends the famous plumber 
down the drains of time in search of artifacts stolen by 
time-tripping koopas As with Maro Is Missing, the game 
has none of the action normally associated with one of 
Nintendo’s Mario games. In this edutainment title, you'll 
collect information at different places and times, which fill 
in the blanks on a quiz page The one action element is 
Time Surfing, which uses a Mode 7 effect. 


oT Ek Unlike Carmen Sandiego 

games, you don't have to know the 
subject to pley the game You can 
actually learn a thing or two 


EA Non-intuitwe commends can 
make the game frustrating to con- 
trol Players expecting a tredttional 
Mario game will not find it here 


Company ... . 
Suggested Retail price 
Release Date 

Memory Size . 
Game TYpe@ occ cena 


‘Hockey for two Players 


Sports Scene covers more hockey action with its look this 
month at Pro Sport Hockey from Jaleco. 


& Big characters, including a big, easily seen puck NHLPA license, 
line editing, battery-hacked memory and options like Fatigue and 
Home Luck add value 


EVA narrow field of view limrts 
how you set up plays {t's difficult 
to pass accurately because your 
team-mates are off the screen 
The momentum seems particu- 
larly slow. 


Company ..- 

Suggested Retall Pree. 

Release Date. 

Memory Size .. er eancnn! ..4 Megabits 
Game Type. . “Boxing ea fwo players. 


Riddick Bowe Boxing proves that you don’t have to be a 
memory hog to be a heavyweight. See why this game ranks 
es one of the best in boxing in this month’s Sports Scene. 


Ei The realistic action lats you move around the ring and pick your 
punches You have to out think computer opponents to win Good 
challange in the tournament mode 


Eh The graphics have a cartoon feel that detracts from the otherwise 
realistic feel of the game. Play contro! isn’t elweys responsive 
Sometimes you'll try to throw e punch, but he game won't let you. 
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ROBOCOP VS. 


THE TERMINATIOR 


.. Vigin Games 
Not Available 


Company... - 
Suggested Retail Pree. 


..December 1993 


When two of the toughest metal men in history clash, you 
know there will be sparks. In the dark future where 
Skynet rules the world, only a force of law hke RoboCop 
cen hope to seve humanity Armed with lots of firepower 
and enough ermor to withstand a nuclear blast, you'll 
stalk through burnt out cities, blasting everything you 
see. Enemies pop up in unlikely places, including back- 
ground screens where they can attack from a great 
distance 


EB Dark, menecing graphics and constant action There's & pass- 
word to save your progress Good sound effects 


Eh Not much pley veriety RoboCop isn't agile enough to evade many 
attacks 


SUPER CHASE HQ 


Company... «+ Taito, 
Suggested Reta | Price... Not Avallable 
Release Date ........-- 0... .- donuary 1994 
ie & Megabits 

Driving ‘action for one player 


Cnime 1s getting out of hand, and out of town in their hot 
cars, A special task force of highspeed patrol cars has been 
set up to chase them down, and you're behind the wheel, 
The play is simple encugh You put the petal to the metal 
and once you catch up to the bad guy you ram him until he 
stops. The real action is in the chase, weaving in and out of 
treffic, staying on the road, racing against time in the name 
of justice. 


In spite of the simplicity of the 
gama, itis fun to chase bed guys 
and drive them off the road 


EB Thera isn’t much challenge, 
but Super Chese is a change of 
pace from tha typical rece driving 
game 


WINTER EXTREME SKIING 
& SNOWBOARDING 


ACCOM IPOMY..... so: morro, i Electro Brain 
Suggested Retail Price . Not Available 
Release Dote ... ai February 1994 
Memory Size... 8 Megabits 
Game Type....... Skiing and snowboarding 
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Head to the hills with the first 3-D skiing and snowboerd- 
ing simulation for the Super NES, This month’s Sports 
Scene features more details on Winter Extreme. 


EQ Tarrific use of Moda 7 effacts for tha Super NES give the geme 
superior graphics with a true feeling of speed Good pley control end 
@ full range of play modes including two-player altarnating 


@ Snowboarding jump moves ere very limited and there's no 
freestyle skiing or snowboarding competition, which could have bean 
fun It’s difficult to see the track on some of the runs 


LESTER THE UNLIKE 


Company . .. OTMC 
Suggested Retail Price ..... soos oo $599 
Release Date . .danuary 1994 
Memory Size = ~~ 8 Megabits 
Game Type .. Side-scrolling action 


Lester must put down his comic books and experience a 
res] sdventure when he becomes stranded on a desert isle 
swarming with pirates, Although Lester begins the game as 
a true nerd, he gains confidence and agility as he over- 
comes obstacles. Explore the island with Lester in this 
month’s review 


EB Excellent animation similar to Prince of Persia The geme hes e 
good learning curve, stertng easy and becoming more chellenging 


B The three limited continues 
aren't enough for @ puzzle-saly- 
Ing geme of this sort where you 
have to experimant a great deel 


DENNIS THE ME 


Company. ».Ocean 
Suggested Reta | Price. ° $59.95 
Release Dote January 1994 
Memory Size ame 8 Megabits 
Game Type Comic action for one player 


Switchblade Sam is ene the Wilson's house, and only 
Dennis has the sense to try to stop him Unfortunately, Mr 
Wilson wents Dennis to go back to bed If he catches you, 
he'll ruin your efforts to seve the day, 


EG The game has good graphics, and solid overall play control 
although Dannis tands to drift ¢ bit like the Addems family cherecters 
in eerler Deean games. 


@ The game isn't vary engeging and the Dennis character never 
comes to life 


ALFRED CHICKE 


Company . c 
Suggested Retail Price. 
Release Date. 


Eggs heve been maysiedoualy disappearing from 
Peklesville and only Alfred Chicken has the pluck to take 
the challenge. Alfred has only a lamited ability to fly, but 
he can peck objects and divebomb enemies. Each of the 
five multi-stage worlds has several areas where Alfred 
must collect gems, eggs and balloons. There are bonus 
stages, as well, where you can add 1-Ups in a shell game. 
Hidden blocks and various simple puzzles are scattered 
throughout the game, adding to the challenge. The stages 
are timed, but there's also a password for selected stages 
If you want to play chicken, this 1s the game for you. 


©} Coloriul graphics, lots of stages, a password end goad play 
control 


j The passwords are few and fer between and, since they ere icons 
rether than numbers or letters, they are hard to use 


Company .. 

Suggested Retail Price... 

Release Date ... . 

Memory Size... 12 Megabits 
Game Type Comic ‘action for ane player 


It's the greatest Looney Tune adventure ever from Sunsoft 
with super star rabbit, Bugs Bunny. combating the dastard- 
ly devices of a crazed cartoomst. This month's review puts 
you in the front row. 


Beautiful graphics and often funny, wonderiully alive emimations 
that ere even better then Road Runner's Death Valley Rally A great 
variety of types of stages Excellent music and sound effects. Sunsoft 
uses the Looney Tune license for the maximum effect and fun 


Pley control ts slightly awkwerd, perticularly when jumping 
between narrow platforms Bugs Bunny may fall through the edges of 
objects in soma stages 


BRETT HULL HOCKEY 


Company. Accolade 
Suggested Retail Price. 869.95 
Release Date... january 1994 
Memory Size ... «16 Megabits 
Game Type... Hockey far twa players 


Check out the body checks in Brett Hull Hockey. Sport's 
Scene takes hockey fans bchind the scene. 


Excellent sound with the voice of Al Michaels calling the action 
There are lots of good options including fighting, full seasons, line 
changes and penalties On or Off NHLPA hcense includes real pleyer 
names 


i's difficult to see the marker indicating the active player, and if 
you can’t see who has the puck, you can't meke the play. The per- 
spective can be awkward when playing et the far end of the ice 


SPORTS ILLUSTRATED 
CHAMPIONSHIP 


FOOTBALL & BASEBALL 


oon Malibu 
Rees Retail Price. $5995 
Release Date... . . February 1994 
Memory Size. . 16 Megabits 
Game Type at ‘Football ‘ond baseball far twa players 


All the sports action many players will ever want can be 
found in Sports Illustrated Championship Football & 
Baseball. See how each game compares to the competition 
in this month’s Sport’s Scene. 


Both sports are easy to pley end fun The football game ts partcu- 
larly well done with good pley books, reelistc speed and ection end 
some good aptions Itke instant replay A password saves seasons on 
both games. In baseball, the outfielders move with enough speed to 
meke the big pley 


J No major league licenses The S|. hcense doesn’t add anything 
except name recognition. The baseball season allows only 19 games. 


WINTER OLYMPIC GAMES 


Company —......- WS Gold 
Suggested Retail Price... Not Avaliable 
lanuary 1994 

16 Megabits 

Winter Olympics events 


Win the gold m ten official events from Lillehammer, 
Norway. The Nintendo Power Sports Scene has its own 
Olympic update in this issue. 


The variety of events gives players a lotto master Real names and 
coursas are used in the game, matching this year’s Olympic compet- 
tion A multiple language option makes the game truly internetional 


=J Some of the play control for 
certain events ts nonintuitive, 
particularly for speed skating and 
biethlon. Only the bobsled and 
luge events give you a sense of 
spaed. 
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ZOOL: NINJA OF THE 


‘NTH’ DIMENSION 


SPIDER-MAN & THE X-MEN: 
IN ARCADE’S REVENGE 


Company 
Suggested Relaii Price 
Release Date. 


If you're mto cartoony space ninja action with plenty of 
candy canes thrown in, you'll drool over Zool. Ninye of the 
“Nth” Dimension. Zool jumps and zaps his way through 
seven levels of unremitting platform action. 


Good graphics in a comic 
style Good pley control. 


EX Too cute to be cool Very 
derivative, backgrounds look like 
they came from Supar Mario 
Warld 


RT OF FIGHTING 


Company -.. 
Suggested Retatt Price .. 
Release Date 


Gome Type... 
adventure mode 


Art of Fighting bas been popular in Japan for some time, 
and with good reason It combines good graphics and play 
control. In addition to that, it has a story mode for one 
player plus the traditional two player tournament with your 
choice of ten characters. The special moves use Street 
Fighter II type controller sequences, Options include a dif- 
ficulty select, controller customization and time limits. 


‘ *-rourament tg fighting for ‘twa players plus an 


Goad graphics and challeng- 
ing play set this streat fighting 
gama near the tap of the heap 


EB In spite of its strengths, Art of 
Fighting doesn't have the appeal 
of Street Fighter II Turbo or 
Mortal Kombat. 


Suggested Relali Price 
Release Date ..... 
Memory Size 
Game Type 


The MekaChickens are out to ey ee Floella and Billy, 
Alfred’s feathered friends. Pecking and flapping at objects 
and enemies, Alfred charges to the rescue Collect bal- 
loons, diamonds and other items for extra lives or items 
like bombs 


Large areas and nica graph- 
Ics with some fun comic touches 


Bi Although tha character of 
Alfred ts new, most of tha game 
play Is pretty standard jumping 
and collecting. 
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Company ... Acciaim 
Suggested Retail Pnce $27 95, 
Release Date Jonuary 1994 
Memory Size . 

Gome Type .... 


Spidey teams up with ‘the x. Men to combat Arcade’ s evil 
plans for revenge. Nintendo Power can get you started on 
this battle of the super heroes with this month's review. 


A great improvement in graphics over earlier Spider-Man Putting 
the X-Men in a worst nightmare scenario was fun 


EB Very similar to the Super NES game No contmues and na pass- 
words in @ long game with seven stages Play control still s brt awk- 
ward 


ALIENS VS. THE PREDATOR 


Company ... . 
Suggested Retail Price . 
Release Date . 
Memory Size . 
Game type a 
The Predator and his Bid live for the thet a the hunt So 
what better challenge could there be than a planet full of 
Aliens? But when the aliens take over, the lone remaining 
Predator becomes the hunted. You must guide this hapless 
hunter through the mazes of the planet, searching for 
weapons to blast the aliens who suddenly attack. Use the 
Razor Disk, Laser Cannon and Bombs to do your dirty 
work. 

Good graphics and a cool 
concept. 


EB The alians ara few and far 
between and the rasuiting chal- 
lenge isn't very high 


THE REAL 
GHOSTBUSTERS 


Company .. Activision 
Suggested Retail Pace... $29 95 
Release Date. o » December 1993 
Memory Size 1 Megabits 
Game Type. 


Supermatural activity has grown out of control Who you 
gonna call? Dr. Peter Venkman, that's who, the original 
ghostbuster from the hit movie. With door keys and ghost 
bombs, you'll try to scare away the ectoplasmic mvaders 
of a haunted house. Although this 1s definitely an action 
game, there are some puzzle elements that will engage 
players of all ages, 


Puzzle elements add a diffar- 
ent challenge ta this action 
game A password lets you 
resume play when you want 


Ei Actions are not always tntu- 
itive and some of the graphics 
aren't very clear 


THE SIMPSONS: BART & 
THE BEANSTALK 


Bart sells a cow for some magic beans, thus recreating the 
lairy tale of Jack and the Beanstalk This game takes Burl 
up the stalk to the giant’s castle m six action levels. Betore 
selling your family’s cow, check out our Power review 


Company . . Acclaim Z 

Suggested Retail Price $27 95 EQ Graphicatly cool characters and enemies Fun concept. 

serge Levies | ity csc, dott a a Thee 
ime Type Comic actian 

ALFRED CHICKEN MINDSCAPE | 1P/PASS | 3.3 | 3.7 | 3.2 | 3.8 ACTION 

ART OF FIGHTING _| TAKARA 2P-S__| 3.3) 3.8 | 3.0 | 2.8 | FIGHTING 
BARBIE SUPER MODEL HI-TECH 1P__| 2.9| 3.0 | 2.4 | 2.9 | MODELING 
BRETT HULL HOCKEY __|_ ACCOLADE _ |2P-S/PASS| 3.8 | 3.2 | 3.3 | 3.4 |HOCKEY 

BUGS BUNNY—RABBIT RAMPAGE SUNSOFT | IP | 4.3/ 3.2/3.8 | 4.0 [CARTOON ACTION 
CHAMPIONSHIP POOL MINDSCAPE | 8P-A | 3.1/3.4| 3.4 | 3.4 [POOL 
CHOPLIFTER _|_ EXTREME _|1P/PASS | 3.1 | 3.6 | 3.4 | 3.8 | COMBAT ACTION 
DENNIS THE MENACE | _OCEAN 1P | 3.3/3.3 /3.1 | 2.8 ACTION 

LESTER THE UNLIKELY | DIMC IP__| 3.7/3.3 | 3.2 | 3.9 |ADVENTURE 

| MARIO’S TIME MACHINE | MINDSCAPE | 1P/PASS | 3.0 | 2.S | 2.0 | 3.1 | EDUTAINMENT 
PRO SPORT HOCKEY i JALECO | 2P-S/BATT| 2.9| 2.9 | 2.6 | 2.8 |HOCKEY 

RANMA 1/2 DIMC 2P-S | 3.3/3.1 2.7 | 2.3 FIGHTING 
RELIEF PITCHER LEFT FIELD 2P-S_ | 3.8/3.0 3.1 | 3.8 |BASEBALL 
RIDDICK BOWE BOXING EXTREME —_|2P-S/BATT | 3.3 | 3.3 | 2.9 | 3.0 | BOXING 
ROBOCOP VS. TERMINATOR VIRGIN GAMES |1P/PASS | 3.2 | 3.0 | 3.2 | 2.9 | ACTION 

SIDE POCKET DATA EAST 2P-A__| 3.4| 2.9 | 2.9 | 2.9 | POOL 

SPORTS ILLUS. FOOTBALL/BASEBALL MALIBU _[2P-5/PASS| 3.3] 3.0 | 3.3 | 3.4 | FOOTBALL, BASEBALL 
SUPER CHASE HQ TAITO IP | 3.3) 3.4 | 2. | 2.9 | DRIVING ACTION 
WINTER EXTREME SKIING & SNOWBOARDING | ELECTROBRAIN | 2P-A | 4.5 | 3.$ | 4.3 | 3.5 [SNOWBOARDING 
WINTER OLYMPIC GAMES | US.GOLD | 4P-A_| 3.2/ 2.4/3.3 /3.6 [WINTER GAMES 
YOUNG MERLIN VIRGIN GAMES |1P/PASS | 3.9 | 3.3 | 3.7 | 4.2 | ADVENTURE 
ZOOL: NINJA OF THE ‘NTH’ DIMENSION | GAMETEK IP 3.4/3.4 | 3.1 | 3.0 | ACTION 

ALFRED CHICKEN MINDSCAPE IP | 3.0; 2.5 | 3.0 

THE SIMPSONS: BART AND THE BEANSTALK ACCLAIM 1P COMIC ACTION 
SPIDER-MAN AND THE X-MEN: IN ARCADE’S REVENGE | ACCLAIM 1P__ | 3.5/2.8 | 3.3 | 3.0 [COMIC ACTION 
ALIENS VS. THE PREDATOR ACTIVISION 1P__| 3.3} 3.3 | 2.5 | 3.0 | ACTION 

THE REAL GHOSTBUSTERS ACTIVISION | 1P/PASS | 3.0 | 2.8 | 3.0 | 3.3 |ACTION 


$= SIMULTANEOUS 
A= ALTERNATING 
TT = BATTERY 


i D SOUND 
‘ P=PLAY CONTROL 

‘ C= CHALLENGE 

| T=THEME AND FUN 
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Virgin Games has been working on 
two games based on Disney's The 
Jungle Book for some time, one for 
Super NES and one for the NES 
Both have looked impressive 
through the early devclopment 
stages. Now that the NES version 1s 
virtually complete, however, your 
faithful Pak Watcher is pleased to 
note that this Jungle Book 1s excep- 
tional in several ways It is important 
that Virgin Games has decided to 
invest the time and effort m develop- 


JUNGTE BUUK (NES) 


108 NINTENDO POWER 


A LOOK INTO 
THE GAMES OF 
THE FUTURE 


F=24 DISNEY’S THE JUNGLE BOOK 


ing a first-rate NES game There has 
been much less NES development 
over the past year, as you dedicated 
NES fans know But with 30 millon 
NES Control Decks in American 
homes, there 1s still a potentially 
vast market for quality games. 

Jungle Book NES is just that. Rob 
Alvey, the producer at Virgin Games 
directing the project, has been a fan 
of the NES for years. In fact, he has 
a collection of over 300 games at 
home. He told Pak Watch that he had 
always wanted to make a game for 
the NES, and when the chance came 
for an NES Jungle Book, he pushed 
hard until 1t became a reality. 
Helping Rob out was the same team 
that was responsible for Virgin's 
version of Disney’s Aladdin--a game 
that received accolades for its excel- 
lent animation 

Virgin's vision for the projcct 
was to go beyond what other &-bit 


Lat) 


JUNGLE BOOK (NES) 


VIRGIN 
GAMES 


games offered in the way of graph- 
ics to capture the unique Disney 
feel of the story. To do that, they 
used a higher frame rate for more 
complex animations. Even the rela- 
tively simple animations of com- 
mon enemtcs--flying parrots, 
rolling hedgehogs, coconut flinging 
monkeys--look complex The play 
itself also offers variety. Mowgli's 
adventures take him through ten 
stages where the Man Cub swings 
from vines, rides on the backs of the 
elephants of the Dawn Patrol, mects 
Kaa the python and Baloo the bear 
and others. There are many areas to 
explore within cach stage, plus 
items, puzzles like a catapult that 
propels Mowgli to a higher level, 
and bonus areas The varicty of play 
and the solid play control had this 
Pak Watcher convinced that the 
Jungle Book was a necessity, bear 
or otherwise. 


JUNGLE BOOK (NES) 


INTERPLAY 


Interplay yust keeps coming up with 
winners The most recent game to 
cross the Pak Watch desk 1s 
Blackthorne--an adventure in the 
mode of Flashback, but with even 
better graphics, animation, sound and 
play control The early version of the 
game we received blew away all of 
the Pak Hackers who plugged in for a 
Play What was so great? Awesome 
sound and animation brmg the action 
to life It's dark, mysterious and filled 
with monsters that laugh like ogres 


when they blast you 

Along with Blackthorne came 
Lord of the Rings. the classic Tolkien 
fantasy come to video life Beginning 
in Hobbiton, Frodo Baggins must col- 
lect his followers and tut the read to 
escape the Black Riders. The game 
takes players through the first book of 
the tnlogy, The Fellowship Of The 
Ring, Elements of adventure and role 
playing games were used, For 
instance, Frodo can increase his 
Health, Experience, Strength and 


Defense. He can also pick up items 
and weapons and have companions 
jom him Fredo must solve puzzles 
and help people to acquire the stuff 
he and his party needs. It sounds 
RPG-like, but the action 1s overhead 
as ina Zelda game and the play feels 
more like an adventure than an RPG. 
Although there was no sound in this 
version, Interplay 1s known for tts 
excephonal sound effects and music 
We'll keep you up to date as these 
two Bamcs progress. 


In a recent trip to developer Manley 
& Associates, your Pak Jouster 
stepped back into the world of 
Arthurian legends and Saturday 
morning adventure. Knights of 
Justice from Erux, sull ata very carly 
level of development, had enough 
meal on its haunches to impress a 


slarving giant. Knowa for is sprawl- 
ing RPG Dragon Warmior series here 
and in Japan, Enix turned to a US 
developer for this American license, 
As you can see, the variety of scenes 
1s Impressive, from overhead explo- 
ration and battle to beautifully ren~ 
dered approaches to the game's eight 


castles. King Arthur, ak a Arthur 
King, and his gridiron teammates 
have been transported back in time to 
take over the seats of the Round 
Table at Camelot In the game, you'll 
command Arthur and two knights of 
your choice Since each of the eleven 
knights has special abilities, you'll 
have to choose the right one to help 
you in vanous areas of the game 
You'll wander through the forests, 
hills, villages and swamps of Britain 
while searching for the Warlords and, 
ultimately, the evil Morgana The 
developers are including puzzic-solv- 
ing action on the Zelda model as well 
as fighting. and there will be no 
building of levels. Best of all, you get 
to fight dragons! 
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BULLET-PROOF 


SPIKE McFANG 


Your Pak Vampire was recently 
introduced to Spike McFang. a 
fnendly blood-sucker from Bullet- 
proof Software who will be appear- 
ing this Spring. Spthe must travel 
through the island of Vladamasco 
where he 1s beset by enemies. He can 
also meet triends who give him 


advice and items to help him on his 
way. Spike uses card tricks to over- 
come some of hts enemies, but he can 
also use his hat like a boomerang or 
whurl to hit foes with his cape This 1s 
an overhead action game with free 
movement within 11 limited ac 
areas. The beginning of the game 1s 


SOFTWARE 


probably the most player-friendly 
introduction in history Spike moves: 
through several areas in which he 
(and you) is taught the basic skulls of 
the game Sptke’s journey 1s a 
one, t's a nice touch thal BPS 
included a battery and three save 
positions 


(22) BILL WALSH COLLEGE FOOTBALL "€<"*2rve 


EA does it again, this ume bringing 
the master of collegiate football on 
board for name recognition and 
insightful analysis of the teams. Bull 
Walsh, head coach at Stanford (as 
well as the mastermind who engi- 
neered much of the 49ers Super Bowl 
success during the past decade) intro. 
duces each game and gives his opin: 
1on of the strengths of the opposing 
squads, Then it’s kickoff time, This 
Pak Punter quickly noted many simi- 


larities. and some notable differences 
from Madden NFL ‘94 The held 
grapmncs ol the two games look fairly 
close, but the play selechon screens 
are considerably different The 48 
teams don't include nicknames or 
logos or, in many ¢: the real name 
of the school Fe 
the Pac 10 schools actual names are 
used except for Stanford. 

One of the best parts of the game 
is the inclusion of greal past teams 


hke Miami “91 and Washington "91 
These teams exhibit the same offen- 
sive and defensive strengths that led 
them to national championships Now 
you can determine which school had 
the best team of all time Your Pak 
Punters also found many of the great 
features found in Madden NPL “94 
like the instant replay and excellent 
stats including the numbers for every 
drive, EA hopes to have Bull Walsh 
Football on the shelves next month 
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On a recent irip to Accolade s HQ in 
San Jose, your Pak Watcher at large 
was swept into a new universe of 
adventure that 1s currently undergoing 
creation. FireTeam Rogue takes place 
in a galaxy millions of years ago 
where humans were only one of sever- 
al sentient races. The technology of 
ths ume is so advanced that it seems 
like magic, but the action in the game 
will be familiar to video game war. 
riors the universe over Using four 
characters on the different worlds of 
the Spiral Arm, you'll combat evil, 
explore temples, and solve puzzles. 
Your chief tool and weapon 1s the 
Talis, a three-bladed instrument with 
embedded, jewel-like power nodes. 


(E2] FIRETEAM ROGUE 


There are also flight simulauion stages 
in which the chtef hero, Chance, pilots 
a Kirion battlewing The appearance 
of the world of FireTeam Rogue 
seems organic and fantasy-oriented 
rather than super high tech, hut the sci- 
fi elements are also strong and the 
backstory explaining the universe 1s 
very deep Although the game, duc out 
in October, was in the very earhiest 
stages of development, your Pak 
Patrol noted that it had the free-form 
feel of Alien’ in which the player 
could move between different corr- 
dors in a large areca Just one of the 
four worlds in FireTeam Rogue would 
have 13 levels and each level might be 
10 x 14 screens in size with numerous 


2) LIBERTY OR DEATH 


By land and s¢a and air, Koei came 
marching over the Pak Watch desk. 
taking no prisoners, Koc), better 
known for its RPGs based on Japane: 
and Chinese history, 1s now making 
itself a mame in games with more 
Western themes. Last summer's 
P.T.O. started the trend and has 
enjoyed a lot of success with war 
game buffs, The next to be released 1s 
Liberty Or Death, based on the 


Morale: 63 


Here is the 
information you 
requested, 


American Revolutionary War. You Il 
be able to command Colonial or 
British forces im the struggle using 
General George Washington or his 
British counterpart, Thomas Gage In 
reliving history, you can send your 
troops into battle or set up an ambush 
in the forest One or two players can 
command naval engagements and wit- 
hess historic events in the 13 colonies, 
hke the signing of the Declaration of 


ACCOLADE 


branching corridors and hidden ch, 
bers In those chambers and halls you 
might run across fnendly characters or 
enemies Some of the alien races 
included dinosaurtans, ape-like 
humanoids and elvin people The 
screens shown here have the limited 
Genests color palette The game 
designers told us to expect more flash 
from the final Super NES graphics and 
game play. In order to include the best 
possible graphics in their design, the 
artists are rendering the complex 
images, like that of the battlewing, on 
a Siticon Graphics workstation—a 
system with far superior graphics to 
the standard PCs used for most game 
development 


Independence. As 1s common with 
Koe titles, the game includes more 
than just hlasting the enemy You'll 
have advisors to help you decide 
where to make troop movements. 
supplies and what sorts of tactics to 
use in battle. Liberty Or Death should 
be out this spring in plenty of time for 
the Fourth of July 
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The biggest scoop this month eomes from Interplay. 
which ts deep in the creation of Star Trek (the original 
crew) for the Super NES. Produeer Alan Pavlish of 
Interplay describes this game as having a 3-D, polygon 
architecture but without using the Super FX The wizardry 
of other recent ofterings {rom Interplay leads this Pak 
Watcher to expect the best 

Nintendo will be having a big first halt with titles like 
Super Metrord and Ken Griffey dr Presents Major League 
Baseball coming out, but there are some less talked-about 
titles as well Last year, Pak Watch printed some shots of 
game ealled Specral Tee Shot That game has received a 
face-lift with the popular, blow-hard character of Kirby 
and it's now ealled Kirby's Tee Shot, and t's due Tor 
release this spring Another game reported on in this col- 
umn was Sound Factory, a Nintendo game shown at last 
yeur s Sho-shinkai trade show in Tokyo That product. 
which combines puzzle action with creating sounds and 
music, has become Seund Fautasy Finally, the often 
renamed FX Trax, Nintendo's upcoming Super FX racing 
game, has been dubbed Stunt Race FX. 

Besides Bubsy 2, FireTeam Rogue, and Speed Racer, 
Accolade is also working on Matrix Prime, a fighting 
game with a unique. 3-D perspeetive and less emphasis on 
martial arts combat. In this tournament style game, four 
good genetically altered super heroes take on four evil, 
genetically warped villains. The game 1s still in the carly 
stages of development, but the computer art of one of the 
fighters demonstrates the quality of the graphics. 

More exciting news from Koei includes Operation 
Europe, a WWI war sim and sequels for Uncharted 
Waters and Aerobtz. Our source at Koct says that the new 
Uncharted Waters will melude more land adventure using 
an interface similar to that of fninda, 


Mutant League Hockey trom Eleetronic Arts won't be 
released until next talt, but already the graphics and play 
look like a blast. Your roving Pak Watcher scammed a 
quick look and was impressed by the ghoulish goahes and 
bodies floating under the ice As soon as the game is far 
enough along for a screen shot to be taken, Pak Watch will 
bring it home. Further along in development are two other 
games—a Mano Andretti racing title and a baseball game 
with the Major League Players Association license ere- 
atively entitled, MLBPA Basehail. 

Taito has two Super NES games coming up shortly The 
Fhatstones’ The Treasure of the Sterra Madrock game 
stars Fred and Barney in side-scrolling, modern Stone Age 
anues as they try to prove themselves worthy of becoming 
the next Grand Poobah of the Water Butfatoes Nea 
Warrior 1s a Fimal Fight type scrolling fighter in which you 
heeome one of three fighting androids with super powers 
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Capeom ts continuing development ona Bionic 
Commando for the Super NES called Capiain Commando 
and there 1s also a Super Gargoyle’s Quest on the way 
called Demon's Blazon RPGs also seem lo be big in the 
future for the Big C wilh Wizardry V, Eye Of The Beholder 
and a new lille, Knights of the Realm, which features King 
Arthur, Merlin and the knights of the Round Table. 

itchy & Scratchy’s Minature Golf Madness for Game 
Boy from Acclaim has been delayed until early this sum- 
mer, probably in lale May The Super NES Itchy & 
Seratehy probably won'l appear any sooner. 

Beauty & The Beast from Hudson Soft seems to be pro- 
gressing slower than expected Pak Walch received a very 
early version of the game—only about 20% completed— 
but whal we saw looked good The player controls the 
Beas! and, in addition to swiping with his massive paws and 
leaping about, he can also roar with such force that he sluns 
his enemies. Other characters from the movie also make 
appearances in the game in active roles, like the 
Candlestick butler, Lumiére, who guides the Beast Ihrough 
the first level, 

In other quick news, Tradewest 1s working on a new 
Douhle Dragon gome for the Super NES called Code of the 
Dragon, which should be released at Ihe same time as the 
Double Dragon movie this fall. Tarzan, from Gametek, 1s 
well underway and includes the ape man swingmg from 
vines and wrestling wilh ltons Natsume has a Super NES 
wrestling game due for release soon. In Natsume 
Championship Wrestling, one or two players can throw 
each olher around in tournaments and tag team matches 
Data East has the second Joe & Mac title waiting in the 
wings lor a spring release Virgin Games 1s hoping to have 
anew hasketball game, Jami’, released in the first half of 
the year while Extreme has an action game in the works 
fealuring Godzilla called Milo Vs Gedzilla We hope Milo 
has better luck than Bambi 

impossible Mission 2025, an aclion game with a twist, 1s 
upcoming from the new Mieroprose At various computer 
terminals during the mission, you'll have to solve a wide 
variety of puzzles, 

Beavis & Butthead are on line for a fulure video game 
from new developer, Viacom The irreverent MTV charac- 
ters will appear later this year in a action game thal hopes to 
capture the rudeness and humor of B & B Viacom is also 
working on a game featuring Ihe Rocko's Modern Life 
cartoons in which action and puzzle-solving skills are both 
hecessary to gel you through each level. We'll have more as 
things develop! 


DISNEY'S BEAUTY & THE BEAST 


FUTURE GAMES 


FOR THE 


Name Approximate Release 
Alfred Chichen Wintor'94 
Beavis And Butthead Foll ‘94 
st Winter 94 
Bill Welsh College Foothell Spring 34 
Bionic Commande Spring 94 
Blackthorne Spring ‘94 
Buhsy2 Foll 94 
Citadel Fall 94 
Code of the Dragoo Fall 96 
Demon's Blezon Foll 94 
FireTeam Rogue Fol 94 
Flintstones. The Tressure of the Sierra Madrock = Winler ‘94 
Fun ‘N’ Games 
Jungle Book 
Kon Griffey Jr Presents Mojor League Besebell Spring ‘$4 
Kirhy’s Teo Shot Spring 4 
Koights of Justice Fell $4 
Knights of the Realm Foll ‘94 
Ltherty or Desth Spring 94 
Lord of the Rings Winter ‘34 
Mario's Time Machine Winter 34 
Matrix Prime Fall 94 
Metal Merines. Winter 94 
Michey's Ultimate Chollenge Winter 94 
Mutant League Hochey Fall 94 
Natsume Champtonship Wrestling Spring 94 
NBA Jem ‘Wintor ‘94 
NFL Quartesbach Club Winter 94 
Ninye Wernor Spring 94 
Obits Winter ‘94 
Operstion Europe Spring ‘34 
The Piretes Of Dork Water Winter 34 
Winter ‘94 
Fall ‘34 
The Ren & Stimpy Show Fire Dogs ‘Winter ‘34 
Robocop Vs The Terminelor Winter ‘94 
Rocko's Modern Life Summer ‘94 
Sound Fantasy Spring ‘$4 
Sposdy Gonzalez Winter ‘94 
Smhe McFeng Spring ‘34 
Stor Treh The Next Generation ‘Winter '34 
Stunt Race FX Spring ‘94 
Super Adventure Island II Spring ‘94 
Super Bottlntank 2 Winter ‘94 
Super Metroid Spnng ‘4 
Terzan Fall 94 
Turn And Bum No Fly Zone Winter '94 
‘Undercover Cop Spring ‘94 
Wolfenstein 3-D Winter ‘94 
X-Koliber Winter 94 


GAME BOY 


Home Alone 2. Kevin's Droem 


John Madden Foothe |! 
itchy & Scratchy Miniature Golf Madness 
Warto Land Super Mario Land 3 


Jungle Book 
Zode’s Revenge: Stor Tropics 2 


‘Winter ‘94 
Spring ‘34 
Spring ‘94 
Winter's 


Spring 54 
Winter ‘34 
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GOLF Pi ACTRAISER 2 


Skynet System in onder to 

objective: Destroy Cybertiing 
‘and stop @ nuclear war. The hae of the 

World rests in your hands — soe you do 17! 


GHAIIERGE | How bigh ca you score in the 
First Stage? 


Copcam USA tne 199), 1992, 1999 


POWRRCARD#§0=°==SSSS*Ss*~*~S*« CARD HTT 
—_ F< 4 t Zn ae 


— — 
rae. ] P 
EGAWANY |) Aye ACTRAISER 
| rey 
Ovi aernons spent severd thoussants of years 
brngmg ine back to ie. Alt he wonts is his. 
in your quest tv put Tevara to rest forever, 


RE can you finish these stopes 
‘sing andy 200 ite? 


Nevin: MFCLSVMC MSXF (Exsyt 
fomnvodite: MFCLSVACY RID = (Mud) 


£0 1993 Eon Covporanion, Qyinte gel UY Nuteibe 


* Wolfenstein 3-D 
* Super R-Type IIT 
| IV ¢ The Flintstones 
¢ Metal Marines 


Werggy Next issue contains something for 
7 eVEryOne: ne matter what your Hales 
the: r 


NESTER AWARD 
NOMINEES FOR 1993 
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WAY 
: BEYOND 


Nitra precise bad with Sarisa tht ose: 
Way Seyond. 
‘Local pGpale contre thin finerdo-traivell tecianicions avd genaioa parts - 
te _ Hiatnie cme Saeco respect bak your srentact needs 
wer iy yrs: Yat ag thal as 
(Call 800-255-3700 lor service thet ahweep’s gees’ 
Way Beyond. 
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Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 


Thanks goes out fo ail the people who make this possible. 
From the orginal editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 
Either by donating classic magazines, scanning, editing or distributing them, 
visit us at http://www. retromags.com 


We are only interested in preserving classic magazines 
that are at least § years out of print. 


We have no desire or intention to profit from these In any way. 
So please, if you come across people trying to sel! these releases, don't support them! 


Thank You and ENJOY! 
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